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Platform Paradise - 


It’s going to be PlayStation icon mayhem this 
Christmas and New Year. All of the platform 
giants • new and old - are out in force, each 
trying to be top dog. Read our reviews on 
the top three, follow our opinions and 
make your own decision. 

Page 50 • Pandemonium 2 
Page 56 • Crash Bandicoot 2 • Cortex 
Strikes Back 
Page 62 • Jersey Devil 




Overwhelmed by the 
over-crowded peripherals 
f market? Well, we’ve 
sorted it out for you. Turn 
to Page 92 to get a ‘hot or 
not’ rundown on what’s available 
in our solar system. 


Final _ 

VII 

The biggest game ever for the 
PlayStation has landed in Europe. It 
comes on three discs and takes an age 
to finish. Not only do we have a free 
solution to the game, but also an eight- 
page in-depth review starting on 
Page 40. 


The Driving School 
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If you’re into racing games, our 
dissection of the racing genre is 
right up your street. From Pole 
Position and Outrun to TOCA and Fi, 
we’ve done the lot. Our next issue 
sees us put the scalpel through the 
Platform genre. 

Page 26 


Tomb Raider II 

She’s back and she’s hot to trot. Lara Croft has 
taken the videogame industry by the knackers and 
squeezed them tightly. Not only does every 
PlayStation owner know her, but so does half the 
world as well. There’s no escaping her! To read our 
sizzling review, turn to Page 32. 



W elcome to the mad 
world that is 
extreme PlayStation. 
We haven’t got our heads up our 
own asses, and we ain’t got ’em 
buried in the sand. 

If you’re looking for the most in- 
depth, in-yer-face reviews around, 
then you’ve made the right choice 
choosing this mag. Every top 
game available for the PlayStation 
this winter is featured! If you 
think that’s enough, well it ain’t, 
man. There are also previews and 
a first-sight section to let you 
know what 1998 is destined to 
bring you. Mixing it with the 
reviews and previews are 
hardcore features, codes, news 
pages and competitions, and how 
could I forget that cover-mounted 
player’s guide to the awesome 
Final Fantasy VII? 

Sound, 
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Overall Score - 91-100% 

Dog’s bollox. cat’s knackers, etc. Buy, beg, 
borrow or steal this game. Worth pawning your 
granny's heirlooms for. 

Overall Score - 81-90% 


Overall Score - 71-80% 

Make sure you play this little critter before you 
buy or steal it. Many will think it’s great, some 
will think it's shite. 

Overall - 51-70% 


Overall - 25-50% 

Okay if you’ve received it as a present, but 
parting with cash for this title might be 
regarded as ’madness’. 

Overall - 0-25% 


The dog’s bollox. but not quite the cat's 
knackers. Still worth spending your hard-earned 
dosh on, and definitely worth stealing. 


We’re getting on the verge of this ain’t even 
worth stealing’ territory. It might interest punters 
who are big fans of the genre. 


If you see this game lying on the pavement, 
cross over to the other side. If you see it on 
fire, don't piss on it - let it burn. 
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If you’re looking for 
enlightenment, then look no 
further! Signals, our in-depth 
news pages, reveal every new 
phenomenon occurring on or 
around the PlayStation. 


SOUND SCOPE DOUBLE 

SHOCK SHOCKER 


PSX drops some acid 

It’s been announced that SCEI are set to release a new, cheaper version of the PlayStation. Don! get too excited 
though because it seems that the new machine will only be available in Japan. 


TENCHU 


Sony Ninja 
game on 
the way 


The package (model no. SCPH-7000 for trainspotters) 
includes the new Dual Shock Analogue Controller and 
the Sound Scope feature. This new feature provides 
in built psychedelic visuals for your music CDs. For 
those of you who have Sony Demo Disc One, this is 
very similar to the Baby Universe program included 
there. It scores ten out of ten in the novelty factor 
awards, but it may only be of interest to burned-out 
ex-hippies who can't score acid anymore. 

The new price of Yi8,ooo (£90) and the inclusion 
of the new controller should secure the PlayStation’s 
position as the number one games machine in Japan, 
even with strong competition from the N64. 

Hopefully, we'll see the same initiative over here, 
with some shops already selling for £99 without any 
official nod from the big boys. 

Sony Europe aren’t officially dropping the price this 
year though. Instead we get the new value pack for 
the same £129.99 price point. This includes two 
standard joypads and a memory card, alongside the 
PlayStation and all the leads, and probably an 
instruction book and some spanky new metallic 
packaging to boot. Pretty good value then. 



ACTIVISION GETS A BRUCEY BONUS 


Bruce Cambpell to play Pitfall Harry 


It’s been announced that Bruce 
Campbell, star of the Evil Dead 
films and, more recently, The Army 
Of Darkness, is to provide the 
voice of Activision’s Pitfall Harry in 
their upcoming Pitfall 3D game. 
Bruce has achieved cult status 
among fans of comedy horror films 
and this new deal should bring 
him and Pitfall 3D back into the 
limelight. 

Activision have a fondness for 
signing stars for their games, and 
although no release date has been 
announced we should soon be 
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seeing and hearing the megastar 
Bruce Willis in Activision’s next 
biggie. Apocalypse. 

On another front, Activision are 
preparing a new PlayStation 
driving game, though its title has 
yet to be decided. 

The game will be based on the 
PC game Interstate *76, a 
racing/action game set in the 
seventies. Expect some cool cars, 
big flares and plenty of tie-dye. 
We’ll bring you more news just as 
soon as we’ve Finished watching 
our Starsky and Hutch video 
collection. 


Fancy taking the role of a ninja 
assassin and killing loads of 
people in a gruesome fashion? If 
you do, then Tenchu from Sony 
Music Entertainment could be the 
game for you. 

In Tenchu you get to choose 
between two class assassins, 
Rikimaru or Ayame. You can then 
go on a deluge of different 
missions that unfold in Bushido 
Blade fashion with a hint of Tomb 
Raider thrown in for good 
measure. What we end up with is a 
combat-based 3D platformer which 
sounds extremely promising. 

You have access to a complete 
armoury of Ninja weapons such as 
shurikens (throwing stars), smoke 
bombs, ninja swords and even 
land mines. Of course, no Japanese 
combat game would ever be 
complete without special moves 
and Tenchu is not going to be the 
exception. Amongst a host of super 
jumps and Fighting moves, you’re 
able to enter a stealth mode, 
something which more and more 
developers are implementing in 
their games these days. 

Tenchu is looking for a March 
release date in Japan, but we 
haven’t heard of any official dates 
for the UK yet. We’ll let you know 
more just as soon as our eagerly- 
awaited preview copy drops onto 
the door mat. 


EXCLUSIVE! 


We’ve just heard that 
HudsonSoft’s Bomberman 64 
isn’t going to be converted to 
the PlayStation. No great loss 
• our sister magazine, 64 
extreme, thought it was poor. 
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THE ITALIAN JOBBERS 


Ascii joins the Self Preservation Society 

To coincide with the release of Felony 11-79, their first 

European release, Ascii Entertainment are sponsoring a ^ 

car in the Italian Job Touring Event This no-car race, 
now in its seventh year, covers 2500 miles from 
Brighton to Trento in Northern Italy. 

The race takes its name and inspiration from Michael 
Caine’s excellent 1969 movie, The Italian job. Instead of 
trying to rob the Italians of their gold, though, the idea 
of this race is to bring back as much liquid gold as 
possible • in the form of local wine. 

Patrons of the event are Michael Caine himself. Sir 
Harry Secombe and comedienne Sandi Toksvig. The 
participants, or ‘jobbers’ as they’re known, are all Mini 
enthusiasts from around the world and so far they’ve 
managed to raise over half a million pounds for charity, 
benefactors including the NSPCC and the SOS 
Children’s Village. The money comes from promotion 
deals, fund-raising events, raffles and exhibitions. 

Ascii are delighted to be sponsoring Michael Sands* 
mini and they wish him the best of luck. Simon Valins, Marketing Manager at Ascii added *We hope he doesn’t 
cause quite as much chaos in his Mini as players of Felony 11-79 can in theirs!’ With that much wine in the boot I 
wouldn’t count on it, Simon! 



WIN BRITAIN'S BIGGEST-SELLING GAME 


...and ASCII’s one handed wonder grip and a Blaze imeg memory card 



Britain has hit a Final Fantasy frenzy with the game 
selling nearly 200,000 copies in the first week of sale; 
not bad for a nation that doesn't like RPGs. It’s not 
surprising, though. All magazines scored it well into 
the nineties and with Sony’s ace TV adverts to back it 
up, the hype was sure to win most gamers over. It’s 
also a bloody good game. In fact, alongside Tomb 
Raider 2, it's the best PlayStation game ever • fact' 

The only thing that looks set to quell this mass 
Final Fantasy hysteria is the release of Tomb Raider 2, 
but with the games being so different, there’s surely 
room for the both of them. 

Things are looking to explode this Christmas on the 
PlayStation front, and it wouldn’t surprise us if some 
of you couldn’t find a copy of FFVII ’cos your local 
games emporium sold out. We’re here to help, though. 
We’re giving away one copy of FFVII, a Blaze imeg 
memory card and an Ascii grip joypad, designed 
especially for RPGs and strategy games. The first 
reader’s entry drawn out of the editor’s underpants on 
31st January, 1998, with the correct answer to this 
question wins both of these magnificent prizes, saving 
a total of 75 quid. 


Answers on a postcard to: 

Final Fantasy compo 

extreme PlayStation 

Quay Magazine Publishing 

Quay House 

The Quay 

Poole 

Dorset 

BH15 1HA 

The winner will be announced in the next issue. 


What is the main character in 
FFVII called? 

a. Cloud Wife 

b. Cloud Strife 

c. Cloud Life 

d. McCloud 


FF Vll 
TOYS 

Taking the Japanese penchant 
for novelty items one step too 
far are these Final Fantasy 
action figures, sold at any 
quality retailer in Japan. 

The people behind the 
revolutionary figures are the toy 
manufacturers Bandai, who are 
promising to take the toys to 
the States in the very near 
future. They’ve been extremely 
popular in Japan over the last 
year and Bandai are hoping for 
the same success over the 
pond. 

Sadly, though, there are no 
plans as of yet to release them 
in the UK. We’re all extremely 
gutted to hear this. Honest. 
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CHAIN LETTERS 


You may have noticed we 
haven't included a letters page 
this month; something to do 
with this being the first issue 
and all that 

As it happens, though, we’d 
love to hear from you. In fact, 
we’ve just been to WHSmith 
and bought a brand-new 
envelope opener, so get writing 
because we can’t wait to try it 
out. 

We want your letters on 
anything to do with the 
PlayStation, or anything else 
you may find interesting, just 
don’t send in letters of the ‘my 
console’s better than yours’ 
variety because they’ll only be 
used to heat the office up this 
winter. 

The address to send them to is: 
Letters 

extreme PlayStation 

Quay Magazine Publishing 

Quay House 

The Quay 

Poole 

Dorset 

BH15 1HA 

Alternatively, if you've got 
access to e-mail you can 
contact us on: 
extremeps@quaynet.co.uk 

SPARE CHANGE 


If you can afford to buy a game 
after you've paid out for 
presents and beer this 
Christmas, here’s our top five 
recommendations, in no 
particular order: 

Tomb Raider 2 
Final Fantasy VII 
T0CA: Touring 
Car Championship 
Crash 2: Cortex 
Strikes Back 
Jersey Devil 

EXCLUSIVE! 

We’ve just heard Electronic Arts 
won’t be converting the classic 
Nintendo 64 game Mahjong 
Master to the PlayStation. 
Gutted! 
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RESIDENT EVIL NO 
SHOCK, SHOCKER 


RE: Directors Cut to stay cut 



The BBFC have struck again, this time on Resident Evil: Directors Cut The 
game was submitted for classification due to its violence and gore 
content as it was intended it would include the full-colour uncut version 
of the intro. Alas, the BBFC said the more gory scenes would have to be 
cut 

Despite protest from all parties involved, the ruling couldn’t be overturned 
so RE: Directors Cut now simply includes the original intro as seen on the 
first game. The BBFC even refused to give it an 18 certificate, so it seems 
the cuts were unavoidable. This only amounts to about fifteen seconds of 
missing gore, but it hasn’t stopped a mass of Capcom bashing going 
down on the internet. 

All the other features of RE: Directors cut are intact, so you can still play 
in several different modes, witness new camera angles and find objects 
and monsters in new locations. The French and Germans get to see the 
full colour uncut scenes, but thanks to our guardian angels the BBFC, the 
British miss out. Cheers. 


NAMCO PUT 
GAMERS FIRST 


Namco, the company that 
developed Soul Edge and the 
Tekken series, are developing a 
new arcade title. They boast that it 
will kick the shit out of both 
Tekken 3 and Soul Edge. Its 
working title is ‘New Weapon 
Fighting Game’. Apparently the 
development team, VS 
Development Division, has polled 
players across japan through the 
Internet to get ideas and 
suggestions for the game. Kanako 
Arakawa, of Namco’s PR 
department, has said, “We want to 
make a fighting game that reflects 
the ideas of everyday gamers". 



GET YOUR HEAD SHAVED 


Game soundtracks stepping up a level. 


In a bid to give Electronic Arts’ next instalment of FIFA 
a little more street cred, they've drafted in top Brit 
popsters Blur to provide the title music. 

FIFA: Road to World Cup ‘98 includes the excellent 
SONG 2, one of the band’s better singles of ‘97. To 
bolster this. Crystal Method, the cool American 
breaksters, have also provided some choice cuts to 
the soundtrack and there’s more stuff from a dance 
band called Electric Sky Church. 


Rapid Racer recently hit the news with the release 
of Appolo 440's Carrera Rapida single, which features 
in the game and reached the top ten in the UK dance 
charts, which is no mean feat! 

It looks as though the music situation on 
PlayStation games is definitely on the up, and not only 
due to established artists getting involved. One listen 
to the soundtrack of Courier Crisis proves that you 
don’t have to hire a major act to get some blinding 
tunes onto a game. There’s hope yet. 



















DEPTH CHARGE 


WAR IS NOT 
A GAME! 



Techno, Drum ‘n’ Bass, 
House and Flipper 


Whoever thought this one up 
deserves either a promotion or a 
free ride to the sanitarium. 

Depth, from Sony, has you 
taking control of a Dolphin in 
search of 3D icons that contain 
sound banks. These sound banks 
can be taken to a different area 
where you mix them up and make 
your own musical compositions. 
There are around 600 different 
sound patterns to use (once you’ve 
found them) on an eight-track 
mixing desk that comes complete 
with effects and live editing tools. 
Although you can’t use your own 
samples, the possibilities for 
editing and remixing the sounds 
provided will be massive. 

Most of the sounds are dance 
music orientated so you get to 
play around with techno, house, 
jungle (sorry, drum *n’ bass), 
ambient and even a little acid jazz. 
This should be just the thing for 
people who have always wanted to 
compose a dance tune but couldn’t 
afford to buy shares in Roland. 

Depth has really taken off in 
Japan where top clubs have had 
DJs using Depth live, and one of 
Tokyo's coolest clubs, ‘Fura’ have 
actually installed a Depth chill-out 
room. There have even been 
’Depth Groove Contests’ where 
entrants hand over their best 
Depth tunes for judging. 

Depth should secure the 



PlayStation’s position as the most 
popular console of the chemical 
generation and if things go the 
Japanese way, it won’t be too long 
before you see Depth appearing at 
a club near you. 


We’ve just received news that a 
PSX and Windows game following 
on from the 1983 movie Wargames 
Is to be released in April, 1998. 
Quite why it’s taken nearly fifteen 
years for the Wargames licence to 
appear is a mystery, but fans of 
the film can rest assured all the 
characters will be included though 
the storyline won't follow the film. 

The game is set twenty years on 
from Wargames, where David 
Lightman (played by Mathew 
Broderick in the film) has been 
employed by the government to 
help program a new defence 
system. The War Operations 
Planned Response (WOPR) system 
goes haywire and lays down the 
gauntlet to the player in the form 
of 30 strategic campaign missions. 

You then get to control over 100 
types of military units over a mass 
of varied 3D environments in an 
attempt to defeat the WOPR and. 
as in the movie, hacking plays an 
important part in the players’ 
success. 

The real time 3D battle 
simulation is hyped as the most 
advanced to date, and with the 
ancient but still lucrative Wargames 
licence it should have a chance 
against the upcoming Command & 
Conquer: Red Alert and Dark 
Omen. 



THE NAME’S BOND 


Your mission James: Write a Bond piece without any Cliches 



Although the new Bond movie, Tomorrow 
Never Dies opens in December we wont 
be seeing the PlayStation game until 
summer ‘98 at the very earliest. The 
game, being developed by Black Ops' 
(the team behind Treasures Of The Deep) 
will include scenes and ideas from the 
new film but it will also take in other 
classic Bond outings. 


Tomorrow Never Dies is reported to be a third person polygonal affair that will have an original storyline and 
characters as well as scenes from Thunderball and The Spy Who Loved me • where you’ll be able to take to the 
slopes in a special skiing level. All of the usual Bond elements will be in place so you can expect plenty of shoot- 
outs, gadgetry and car chases, we’re not too sure about how they’re going to implement Bond’s exceptional 
pulling talent though. 

Taking on the might of GoldenEye 007 on the 64 will be a challenge for Black Ops’ but if Tomorrow Never Dies 
is only half as good as the N64*s 007 game then they'll have a sure-fire hit on their hands. 


Krash is no more! 


if: 


Even though the Nintendo 
character Krash appeared in 
Donkey Kong Country years 
before Crash 
Bandicoot was even 
thought of, Nintendo 
decided to change his 
name in their 
new racing 
game Diddy 
Kong | 

Racing, to ffr/m 
avoid a 
lawsuit. 

Now he’s called Krunch. 
Strange but true. 
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STUNT RC COPTER 


Shiny's in-development game 
Fly By Wire has now been re¬ 
named Stunt RC Copter. The 
game has the player flying a 
remote control helicopter, and 
is supposed to be as good as 
the real thing. When we spoke 
to Dave Perry, the company’s 
President, he said he’d got the 
idea after buying a remote 
control chopper for $1,000, 
then smashing it on its first 
flight! 


IT’S CHRISTMAS 


Assuming you’re reading this in 
December, of course! 

Here are extreme PlayStation's 
top Christmas tips: 

1. Buy alcohol from wholesalers 
to avoid over-inflated prices 

2. Buy presents from 
wholesalers to avoid over¬ 
inflated prices 

3. If a relative is going to buy 
you a game, make sure that 
they keep the receipt 

4. If you are going to buy a 
game for a relative, make sure 
it's one you like 

5. Make your new years’ 
resolution to subscribe to 
extreme PlayStation (see p.91) 

Merry Christmas and all that! 

EXCLUSIVE! 


We’ve just heard that 
Nintendo’s Cruis’n USA isn't 
going to be converted to the 
PlayStation. Never mind - it’s 
complete pants. 
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Here’s a run-down an what’s floating around the PlayStation cosmos. 
These titles are not quite ready for a full preview, so here’s what the 
developers have to offer so far. 


Gran Turismo 


{ Publisher } - SONY 



We’ve been treated to a special sneak preview of the Sony-developed 
Gran Turismo, and we’re very impressed. Come March '98 the Rage Racers 
and Formula is of this world are going to be begging for mercy at the 
hands of the scrap merchants as Gran Turismo looks set to blow the 
competition away. 

Developer Kazunori Yamauchi has not only set out to cover all aspects of 
the racing game genre, but also the world’s car culture. Reflected in this is 
the massive choice of vehicles at your disposal. It’s hard to comprehend 
the amount of cars in Gran Turismo as so far we’ve only seen a small 
selection, but if the promise remains true this really will be a revolution 
for racing games as a whole. 

There are two modes of play in Gran Turismo, a quick arcade mode and 
the expansive Gran Turismo mode. In the arcade game, even at the start 
you have over 40 cars to choose from. This out does every racing game 
before it, and it’s small potatoes compared with the total number of cars 
included in the game. You can opt for computer-assisted handling to make 
your drive as smooth as possible, and the racing’s as close as it gets. 
There are over five different tracks in arcade mode; not a huge amount we 
know, but when they look as good as this, who cares? No two cars drive 
the same and the difficulty of the race depends on which car you select. 
Driving a lapanese production car is a walk in the park compared to 
grappling with the factory sports cars available. 

It’s in Gran Turismo mode where you really see how vast this game is. 
There are over 120 (yes 120) cars to try out, in over ten different 



championships and over 11 tracks. It doesn’t stop here though. Do well in 
a race and you earn a cash prize which can be spent on upgrades for your 
car, making it even more competitive. Alternatively, buy yourself a brand- 
new motor. 

As well as making this the most comprehensive racing game ever, Sony 
are striving to ensure it doesn’t drive like a Skoda with the Two Fat Ladies 
at the helm. Gran Turismo promises to be the most realistic driving 
experience around, but it also aims to be the most exciting, judging by the 
demo we’ve already played, it could well succeed. 

Gran Turismo also aims to herald a new era of graphical innovation for 
the PlayStation. Even in this early state the visuals look superb. The 
PlayStation will be really pushed to get the realism and attention to detail 
anticipated on Gran Turismo, but if anybody can do it, Sony can. 


Dead Ball Zone 


Road Rash 3 


{ Publisher } - GT Interactive 

Here are some screens of GT’s newie, Dead Ball Zone. We’ll give you a full 
run-down on it next month. 


{ Publisher } - Electronic Arts 

Here’s a shot of one of the bikes you can ride in Electronic Arts’ 
forthcoming Road Rash 3. They’re obviously not going to look quite this 
good, but the game still promises to be something special. 























IMewman Haas Racing 


gamespo 



*~{ Publisher } - Psuanosis 


Newman Haas Racing promises to 
bring all the thrills and spills of 
Indy Car Racing to your 
PlayStation. Thankfully there’s 
more to it than going round a 
simple oval. There are five 
permanent circuits, four street 
circuits and only two oval tracks. 
There are also four bonus courses 
revealed as you progress through 
the game. You can drive as any 
one of sixteen famous Indy Car 
drivers in any of the existing 
teams, though most of them will 
be unknown to UK players. 

The visuals are already looking 


superb, and with a unique zoom- 
out crash function. Newman Haas 
racing looks set to up the ante for 
others in the graphical stakes. 
Commentary comes from the 
famous US commentators Danny 
Sullivan and Bobby Varsha, and all 
of the engine noises have been 
sampled live so your ears should 
be well entertained too. 

Newman Haas has got a hard 
job on its hands if it’s looking to 
mix it with the big boys of the 
racing scene, but with Psygnosis in 
the driving seat it’s definitely got a 
chance. 




Dark Omen 


{ Publisher } - Electronic Arts 


Dark Omen, the sequel to Mindscape's Shadow 
Of The Homed Rat, is a real-time 3D 
arcade/strategy battle game set in a land of 
magic and mystery - can you defeat the evil 
Dread King? 

Unlike other war-games, Dark Omen 
continually expands as you lead your armies 


through the game in search of allies and 
battling it out with the opposing undead and 
Orcian armies. 

Every decision made by the player has 
consequences for the non-linear plot. For 
instance, success in battle results in more 
people joining you. After a while, your army 


includes Archers, Cannons, Cavalry, Infantry and 
most importantly. Magic. 

Dark Omen is based on the famous 
Warhammer series of board games. If Electronic 
Arts can translate the feel of the board game to 
the small screen, they should have a real winner 
on their hands. 



veooo 


{ Publisher } - Grolier Interactive 


Some of you may remember the classic game 
Virus, written by David Braben and released in 
1988. If you don't know what we’re talking 
about, let us assure you that it was a superb 
game. 

V2000 is the sequel to Virus and it promises 
to bring the concept bang up to date by using 
today’s technology, only dreamed of ten years 



ago when programming the original game. This 
really shows in the visuals especially in the 
graceful movement of your ship, which is what 
the game revolves around. Your ship has a huge 
arsenal of weapons and abilities that are slowly 
introduced as you fly through the levels. 

You have to fly over six different world-types 
and thirty different levels in a bid to halt the 


spread of the evil red virus. This involves taking 
out a whole host of invading insect-like 
creatures as well as rescuing civilians from the 
surface. 

The main concept of V2000 is based on the 
original, but with today’s technology 
implemented, it should turn a few heads on its 
summer '98 release. 
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The inevitable has happened • Girl 
Power is coming to the 
PlayStation. Luckily ifs being 
developed and handled by Sony, 
so it should be a quality game. I 
use ‘game* in the loosest way 
possible, though, as ifs more of a 
Spice Girts accessory, with 
exclusive interviews and video 
footage accompanying a song 
remix section and an interactive 
dance choreograph bit. 

The CD features all of the Spice 
Girls’ hits, so you can large it to 
the likes of ‘Wannabe’, ’Say You’ll 
Be There’, ’Step To Me’ and 'Spice 
Up Your Life’. The remix section 


allows you to build your own Spice 
Girls compositions using samples 
from their songs, so Spice Girl 
wannabes can fulfil their dreams. 
This won’t have the same depth 
as, er. Depth, but should keep the 
fans happy. 

Simon Fuller, the Spice Girls’ 
former manager, said. “The girls 
are very excited about this project. 
They’re big fans of the PlayStation, 
especially games like Tomb Raider 
whose heroine Lara Croft is total 
Girl Power!" If they’re that excited 
we should invite them to come 
down to the office to do a little 
promotional work... 




1 rr 



*~{ Publisher } - Psuanosis 



Travellers Tales, the team responsible for the Sega’s Sonic R, Mickey 
Mania and Toy Story, now turn their attention to the PlayStation. This 
cool-looking fully 3D platformer is the result. 

You take the role of Rascal, the son of a scientist who has built a time 
machine. After deciding to investigate this machine you find yourself on a 
wild journey through time. 

There are seven different areas in history for you to investigate, 
including a Medieval Castle, Atlantis, Pirate Ship and Prehistoric. As you 
make your way through the time zones avoiding an abundance of traps 


and creatures, you slowly learn more about the plot involving mysterious 
forces from the future. 

The main character, Rascal, has been designed by muppet maestro jim 
Henson’s Creature Workshop and the 3D engine is reported to be 
’lightning fast’, running at 60 frames per second which is amazing for a 
full 3D game. 

With real-time light sourcing and environment mapping as well, you can 
be sure that Rascal is going to be a graphical treat. Let’s just hope the 
gameplay can match it. 


IXIagano Winter Olympics 


W Publisher } - Konami 


Konami’s Nagano Winter Olympics 
‘98 is due for release in the first 
quarter of 1998. Konami have a 
good pedigree in the multi-event 
game genre with the classics. 
Track & Field and Hyper Sports. 
Hopefully Nagano Winter Olympics 
will live up to the impressive 
standard of these games. 


Players get to compete in ten 
events including bobsled, luge, 
skiing, speed skating, ski jumping 
and even snowboarding. Up to four 
players can compete at the same 
time, making this a Truly family 
video game’. 

The game features the exact 
locations for each event and the 


motion-captured athletes add to 
the realism and graphical detail 
achieved by the game. It certainly 
offers a worthy alternative to 
standing on a mountainside 
freezing your nuts off and ringing a 
cowbell. 
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TOURIHG CRR 

- cnampionsnip 



ACTION OH THE EOOE 
OF YOUR SEAT 



Cane it 
round killer bende 
at 147mph, wheel to wh 
in a pack of 16 speeding cat 


Rip it up on all 8 championship tracks In 
time trials, single races or even the complete '97 season. 


Battle it out against tactically aggressive drivers and as the soundtrack 
and fx thunder, switch to in-car view as you tear up the finishing straight. 



COMPUTER A VIDEi 

"The most exci\ 
or PC 


© 


Which of these codes enables you to pass 
through your opponents? 



AMES MAGA 

Hr 

s in any PlaySb 
e - Magnificei 



TOC A, real cars, total game play. 


CMCOLLOFF C/I 


HITS CM PASS (1 of 3) 
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Toumnecfi p 
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PLAY MAGAZINE 92 % 

"Packed with smash 'em and 
crash 'em gameplay! 
Even more advanced than 
Formula 1 '97... Incredible. 
Really fast, really fun, really racing" 


Crash Out 


Bump 8t Grind 


PlayStation 



Thrash It Out 


Cane It 



Codemasters 



www.TouringCar.com 



0 1997 The Codomttten Software Company Limited and Codemaatera limited 'Codemeetera' AH Rights Reaerved BTCC The Brrtrsh Tourmg Car Champmnahip, TOCA. and ail its venahona. copyright* Uademarka and imagea uaed or associated with the 
RAC Brttmh Touring Car Championship and'or depicting BTCC cars ar» aU copynghla and or registered iradamark* to TOCA Limited and ara being uaed under license by Codemaatera All other marks are trademark* of their respective owner* 
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1997’S REAL CARS r REAL TRACKS, REAL TEAMS , 

BEAL DRIVERS. REAL VIEWS 
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I- December 


23 EB- 2D Platform Adventure 


Mortal Kombat 

Mythologies: 


baby! 



Sub-Zero 




T his action/adventure 2D platformer is the prequel 
to the Mortal Kombat series. Thousands of years 
ago lived the Elder God Shinnok - true ruler of 
the realm. Like all good stories, greed and illusions of 
false power overtook him, leading to a massive battle 
with the Thunder God Rayden to decide who would 
rule the new realm of Earth. 

Things got a bit hairy, and to cut a long story short, 
Shinook ended up banished to Netherealm, and the 
amulet he used was buried in a deep in a mountain 
temple. Sub-Zero must now try to find the hidden 
Shaolin temple, home to this artefact. His travels and 
meetings with the other members of the cast unfolds, 
and the history of what each MK characters was doing 
before and how they ended up in the Mortal Kombat 
contest is explored. 

At the start Sub-Zero has none of his special moves, 
but as each enemy is beaten, experience points are 
gained. After reaching certain point targets you can 
pull off many of his famous ice moves. Sub-Zero can 
also collect health power-ups on his journey. Look out 
for stone tablets situated before certain obstacles • 
these give clues on how to pass the hazards. 

The levels are split up with FMV sequences, 
unveiling more of the storyline and introducing 
characters from the series into Sub-Zero’s life. These 
FMVs are also the platforms for Sub-Zero to receive his 
tasks. 

Many of the hardest parts of the game involve 


jumping from one ledge to another. In good-old 
platform fashion, many of these ledges crumble away 
if stood on for too long. There are also platforms that 
swing in and out from the background to the 
foreground. This looks effective, these sections are a 
bit frustrating to play. 

The control system takes a little getting used to as 
Sub-Zero doesn’t turn around simply by pressing the 
opposite direction on the D-pad. Instead you must 
press the Li button. This feels awkward when battling 
an enemy, and restricts fluent Fighting. There are also 
two kinds of jumps. The first is a forward roll leap, the 
second a vertical leap that can be moved left or right 
when Sub-Zero is in the air. It’s 
very easy to accidentally pull off 
one jump while trying to 
perform the other, and as the 
earlier levels are very jump- 
orientated things can get a bit 
perplexing. 

The characters on the screen 
are the same size as the MK 
fighting versions. These are 
again digitised, but they are 
clearer and crisper. 

Hopefully the full version will 
be tweaked a little to 
compensate for the clumsy 
control system. 




































Everybody' 


Golf 

FORE! There - I’ve said it now, so there’s 
no need for any mare sad golf cliches far 
the rest of this preview. 



T o say I was less than thrilled to be covering 
Everybody’s Golf in Exposed would be an 
understatement. I'm not the biggest of golf fans, 
so I was pleasantly surprised when I actually started 
to enjoy it 

With its tonfeue planted firmly in its cheek. 
Everybody’s Golf attempts to bring the gentleman’s 
game to the masses, hence the title. There are two 
main differences between this and other golf games; 
firstly the graphics, and secondly the gameplay. 

As you can see from the screenshots, the game has 
a definite Japanese feel to it. with its bright shades 
and cartooney characters. This will appeal to a broader 
audience than more conventional golf games. 

The version we tested only had two characters and 
one course, but the finished game should have at 
least ten golfers and a variety of different courses. 
There’s even a mini golf putting course, a driving range 
and golf lessons for you to try your hand at. 

Our copy had provisions for up to four human 
players, and due to the nature and style of the game 
we’re sure it will make one of the best multiplayer golf 
games you can play, especially after a few beverages. 
On top of the usual tournament, stroke and 


matchplay modes of play there’s also a training mode, 
so you can practice your lessons, and a special 
challenge mode. You can't access this until you reach 
level five in the game. Add a versus mode to this, 
where you can play the computer and actually watch it 
take the shot, and you find that there really is 
something for everybody. 

Everybody’s Golf is probably the most instantly- 
accessible golf game around. The control system is 
pretty conventional, with the standard rising-and- 
falling power bar that adorns all golf games. This time, 
however, it just seems easier and more fun to use. The 
clubs are extremely easy to pick and choose • a small 
arrow and the distance appears to show exactly how 
far the club will hit the ball. In fact you need no 
previous knowledge of golf at all to pick this up and 
play a decent round, a first for golf games if you ask 
us. 

With its lush graphics and simple-but-compelling 
gameplay, Everybody’s Golf should cause a few ripples 
in the pond when it’s released over here. If it can grab 
my attention, as someone who finds golf games 
extremely boring, then it has got to be something a 
little special. 
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JJI-HflitV 'IT Interactive 


December J 233 D 3D Shoot 'em’ up 






All the ingredients for some 
top underwater blasting action. 


S ubmarines aren't the most exciting things to use 
for a game, but GT have got faith in their new 
underwater shoot-'em-up, Critical Depth. From 
what we've seen so far, it looks to be faith well 
placed. 

Set in ten 3D battle arenas, you’re pitted as the 
pilot of one of 12 unique battle subs. Each of these 
subs belongs to a different organisation, some good, 
some evil, and others batting for both teams. All have 
one goal • a collection of alien energy pods. 

The developers. Single Trac, have obviously put a 
lot of thought into the varied choice of battle subs 
available. There’s an in-depth, stand-alone storyline for 
each one. You can choose from a wealth of weird and 
wonderful designs, from standard subs to old pirate 
ships and subs that look like fish. All of them have 
different capabilities and weapons, so battling it out 
with each sub should prove different every time. 


So far there are three different modes of play to 
choose from; mission mode, battle mode and death 
match mode. The latter is a simple case of blasting 
your computer-controlled opponents to Fish bait, but 
the others involve collecting alien energy pods while 
making sure the enemy don't get their hands on them. 
All three modes of play can be played as spilt-screen 
two-player battles which don’t lose any speed or 
clarity at all, so thumbs up to Single Trac there. It 
doesn't seem like there’s much strategy involved in 
any of the modes, but the blasting action is 
fearsomely frantic and ridiculously tough. 

The 3D engine on the preview copy we played was 
nice and smooth, and the action moved at a healthy 
pace. Add to this a grand movie-style soundtrack and 
it seems as though we have all of the ingredients for 
some top underwater blasting action. Look out for 
next issue's review. 
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liyPHWE i • From Software 


ist Quarter ‘98 


- 3D Shooter 



Armored 
Core 

It’s the distant future 
again, and huge 
corporations battle for 
control of the planet. 

Bound familiar? 



O riginal storylines aside, Armoured Core from 
Sony is actually a pretty decent Mechanoid- 
style game; or at least what we've seen on 
the preview disc, anyway. You take the role of a new 
recruit in the Raven Force, starting off with a basic 
Armored Core - or AC as the pros like to call them. As 
you progress through the missions you get to 
purchase new parts and weapons for your AC, slowly 
building it into an awesome tool of destruction. The 
cash you earn for each successful mission is used to 
buy anything from a new head unit through to a leg or 
maybe a gun. The combinations of different equipment 
at your disposal once you have the reddies is 
phenomenal. 

Your AC is extremely manoeuvrable, and alongside 
your starting weapons (the rifle and missiles), you're 
also equipped with an energy sword to use in close 
combat situations. As well as an extremely useful 
strafe mode, you also have use of a booster which 
speeds you in all directions, including upwards. Taking 
to the air opens up new parts of a level and gives you 
a good advantage point over your ground-based 
enemies. 

Usually you have a choice of two to three missions. 


each with varying difficulty and rewards, but if you 
keep failing missions they soon build up on you. Your 
mission orders include clearing factories of squatters, 
destroying opposing corporations’ strongholds, taking 
out gun emplacements, trashing rebel factions and 
attacking enemy mercenaries. The mixed mission styles 
should be enough to keep even the most discerning 
gamers happy. 

The action takes place inside and outside, and all 
the scenery looks good. Some levels have been 
fiendishly designed. Couple this with the relentless 
advance of enemy Mechs and robots, and you know 
you’re in for something of a challenge. The balance 
tips more towards fast arcade action, but you have to 
use strategy in most missions; just not to the extent 
of. say. MechWarrior 2. 

If you’re a lover of options you won’t be 
disappointed with Armored Core. As well as the 
upgrading of your AC you can also visit the garage to 
check your performance and fit optional parts. Here 
you can also change the colour and texture of your AC 
as well as completely design your own emblem! I tried, 
but I could only come up with something resembling 
an explosion in a Italian restaurant. 
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JHSESE^B* lst Quarter ‘98 


dB Fighting 





F ighting games haven't changed much over the 

years. They've improved of course, and many now 
have features like death moves, combos or 
weapons to add spice to the affray. To date, though, no 
beat-’em-up has taken the accepted fighting format, 
thrown it in the bin and started all over again. Is this 
the first? 

Bushido Blade is still a one-on-one fighter, but many 
of the established traits have vanished. Let’s start with 
the health bar. There isn’t one! This will come as a shock 
to many die-hard fighting fanatics, but it seems to work. 
Bushido Blade is weapon based, so one accurate strike 
with a sword kills the opponent. Yes, a fight can be over 
in a couple of seconds! You might think this becomes 
boring, but instead, players become more cautious, 
jumping in feet first, knowing that you have a health bar 
a foot long to back you up, is now out of the window. As 
players become more careful, fights start to become just 
as long as in their traditional counterparts. 

The next scary factor for fighting gurus is that you can 
run away. What? Yes, and I don’t just mean around the 
fighting arena. You can run from one arena to another, 
and as long as your opponent is following, you can keep 
running. This might sound pointless, but you can climb 
up and down, ledges, bridges, etc. to place yourself in a 










































better, more advantageous position. 

Probably the most innovative new feature is 
‘honour*. This dictates the ‘Story Mode’ and 
determines your progress, and also your chances of 
seeing your characters’ ending. As the game is 
weapons-based, it takes the Samurai Swordsmanship 
code of honour, which must be upheld. This changes 
the way the fights are fought and definitely provokes 
more thought as to how you dispose of your 
opponent. If you do something dishonourable in ‘Story 
Mode’, instead of continuing on to the Practice Hall 
and finally to your character’s movie, you simply finish 
the game with a black screen and some tacky proverb 
written at the bottom. So far we’ve found several 
moves and actions dishonourable. Striking an 
opponent while they’re speaking at the beginning of a 
match goes down poorly, as does showing off while 
they're talking. Striking an already-defeated opponent 
or using pounce-style attacks that impale a foe win 
you no favours, and nor does running away. 

Bushido Blade also boasts *wounds'. If a character is 
struck on the leg. it’s not fatal but it inhibits their 
ability to run. A Fighter can be wounded several times 
without dying, sometimes to the degree that he’s 
simply lying on his back, uselessly swiping the air with 
his sword. 

Another debut feature is the first-person perspective 


mode, where you see the battle through your 
character’s eyes. This is difficult to grasp at first, but 
there’s a little man in the corner of the screen showing 
your stance and moves to make things easier. This 
mode of play lends itself to the link mode, which lets 
two people fight it out face to face. This style of play 
has never been seen before so it definitely needs 
cultivating, but at least SquareSoft had the balls to try 
it out. 

And the plot? Well, Bushido Blade is set in 
Meikkyokan, a comprehensive fencing school where 
players have come to learn the 500-year-old art of 
fighting. The character you choose has just escaped 
from Kage, a group of secret assassins within the 
school • you’re now wanted dead or alive! You can 
choose from six characters, all having different 
strengths and weaknesses. 

The fighters can use eight different weapons 
including katanas, rapiers, naginatas and short, long 
and broadswords. Each weapon has varying lengths 
and weights, so it’s not a simple case of combining 
any weapon with any fighter - the smaller female 
characters won’t gel properly with the long and heavy 
broadsword. 

Overall, Bushido Blade looks a very promising 
prospect. Look out for a full review coming to a copy 
of extreme PlayStation near you • soon. 
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SCEE ICTHTTp P Sony Interactive Studios America * 1ST Quarter '98 • Tank Sim / Action 





We’ve seen plenty of tank-based games 
came and go in our time, so what has 
Steel Reign gat to offer that the others 
hadn’t? 



I f you’re old enough but still have full use of your 
memory, you may recall a certain game called 
Battle Zone which caused quite a stir in the arcades 
many moons ago. As well as being the first game to 
use 3D wire-frame vector graphics, it was also the first 
to employ the two-joystick control system. Much like 
Steel Reign is the first to make full use of Sony’s new 
analogue pad. Of course we've got G-Police and the 
like, but Steel Reign is the first game we've come 
across where both pads are used to fully control your 
vehicle. 

I’ve been waiting for a game like this on a home 
system ever since I first played Battle Zone all those 
years ago. Controlling your vehicle with two pads 
instead of a simple D-pad gives Steel Reign much 
more realism and edge-of-your-seat excitement. Of 
course not everyone has an analogue pad, but don’t 
worry - Sony Interactive Studios America have made 
sure Steel Reign is still pretty darn playable without 
one. 

The basic premise of Steel Reign isn't going to win 
any prizes for originality, but you wouldn’t expect that 
from a tank game anyway. You start with the choice of 
three tanks, fast-but-weakly-armoured vehicle, one 
that’s average in all departments and one that’s slow 
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but built like a brick outhouse. No surprises here then. 
The tanks have noticeably different handling qualities 
and you have your work cut out trying to master all 
three of them. 

The game is set in the near future and your arsenal 
reflects this. You get to take out enemy troops, tanks 
and choppers with weapons as devastating as plasma 
and ion cannons through to lasers and guided 
missiles. There’s plenty of pick-ups out on the 
battlefield, so you won’t find yourself running out of 
weapons and resorting to hand-to-hand combat. 

One feature we thought was cool on our preview 
copy was that your shield covers the whole of your 
tank and you only take damage on the side you get 
hit. So if you take severe damage on the front side of 
your tank you can swivel the turret and reverse your 
way through the level. This takes some doing, but 
what’s life without a challenge? 

Graphically, Steel Reign looks set to be more than 
adequate but, alas, not great. It's got some well-acted 
and thought-out FMVs to keep the story moving along, 
though, and as long as the gameplay stays fast and 
frantic. Steel Reign is bound to have an army of 
analogue-owning fans queuing up to try out the dual¬ 
pad action it offers. 
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Gremlin enter the racing game fnrag with 
a new slant - Radio controlled Buggies... 


When I was but a lad I had a Radio Controlled car 
called, ‘Wild Willy’ - honest! I remember spending 
many a Sunday afternoon out the front of my house 
whizzing this little thing under cars, colliding with 
walls, jumping home-made ramps and crippling old 
ladies as they had their Zimmer frames swiped away 
by my Wild Willy. The problem was that the old 
rechargeable batteries only lasted about 15 minutes, 
and took another 45 to recharge. Not so with Gremlin’s 
new Radio Controlled racer, which can be played all 
Sunday afternoon and beyond... 

Another advantage of Buggy over my childhood RC 
racing days is that you have the choice of sixteen 
different radio controlled cars, all with different snazzy 
paint jobs and radically different handling. Some feel 
like they’re driving in sand and are powered by two AA 
batteries, while others seem to have rocket fuel 
injected into their tiny engines. You also get fifteen 
circuits to choose from, some outlandish and others 
just downright fiendish. 

Not only have the tracks been cleverly designed, but 
they’re also cluttered with obstacles such as barriers 
and jumps which can be used for stunts. Negotiating 
these jumps is challenge enough, but you also have to 
drive your car through as many gates as possible. 
These all have different colours and taking them in 


different combinations gives you an added bonus. This 
could be as simple as a speed burst but it could even 
turn your buggy into a hover car, allowing you to take 
to the skies to find new, hidden parts of a course, and 
there are plenty of these areas to explore. 

Buggy promises to offer some of the tightest and 
most hectic racing yet seen on the PlayStation. The 
very nature of RC cars makes this not only possible 
but also, as odd as it may seem, realistic. If you win 
enough races, perform enough stunts and hit enough 
gates you gain access to some super buggies which 
make the racing even more hectic. 

Due to the nature of Buggy you won’t stare at the 
screen in awe as thousands of polygons are thrown 
around the screen just to get your car around a corner. 
This isn’t to say it doesn’t look impressive, though. All 
the tracks are exquisitely drawn. There’s also some 
excellent 3D modelling on the Buggies and cool light 
sourcing throughout. Add to this the sheer speed of 
the game and Gremlin have a potential winner in the 
graphical stakes. 

We have to admit Buggy isn’t as instantly appealing 
as Pi *97 or V Rally. This won’t be the first racing game 
people are going to buy at Christmas, but if what 
we’ve seen so far stays intact for the final version, it 
deserves to be pretty high on most peoples’ list. 
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- 3D Shoot-’em-up 





Master 


Colony Wars and G-Police are both great 


games, but can Shadow Master give 
Psygnosis a hat-trick of futuristic 



CO 

S 

i 
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W ith Shadow Master, Psygnosis attempt to 

give the player one of the most exciting and 
frantic first person shoot-'em-ups available. 
Instead of settling for the tactical, puzzle-laden style 
of Doom and Quake, they've gone for some excellent 
all-out blasting action. 

You take the part of a lone resistance fighter trying 
to defeat the evil Shadow Master and his hordes of 
evil minions. And when we say hordes, we mean 
hordes. It's not just a case of blasting a few baddies, 
then finding a switch for a door. You’re battling nearly 
every inch of the way through the game, and the 
action never lets up. Thankfully, your tank’s well 
equipped and you can build your weapon strength by 
destroying certain creatures. You can actually combine 
weapons so one button-press fires off two or three 
weapons, which is very handy as most enemies require 
more than just a couple of hits. 

The worlds that you traverse in your battle against 
the Shadow Master are all massive, but you won’t find 
yourself getting lost easily as they’ve been designed 
with combat and not puzzle-solving in mind. You come 
across loads of different environments including ice, 
rocks, forest and water. All look very organic in an 
organicky/curvy sorta way, giving Shadow Master a 


different feel from most first person games. Also, most 
of the game takes place outside, something you rarely 
see in other Doom-type games. The design of the 
levels and the amount of enemies patrolling them 
mean there’s always a gunfight around the corner, so 
you very rarely get time to take a breather. There are 
puzzles to solve too, but they’re not exactly brain- 
busting. 

You can control your tank via the D-pad or an 
analogue pad, with the latter option giving you more 
precise control. Not that you need precise control, just 
an itchy trigger finger and nerves of platinum. 

The game certainly looks the part with very solid, 
polished graphics and some brilliant enemies. From 
what we’ve seen so far you’re up against a huge 
variety of foes, so you should never get bored of 
blowing things to pieces. 

The explosions and sound effects are also spot-on 
and you can even make use of Dolby Surround Sound, 
if you have the equipment. With frenetic gameplay and 
excellent sound and graphics, Shadow Master is 
certainly shaping up for a full-on assault on the first- 
person shooter market. With Psygnosis at the helm 
you can almost guarantee it will be something special. 
More news as it happens. 
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Motor Mash 

A four-player racing game without the 
need for a multi-tap; how do they do it? 





M otor Mash is a cartoon racing game, but before 
you say *do we really need another one’, read 
on because this may just be of interest. 

Despite its heavy Micro Machines V3 influence, 

Motor Mash has some excellent original features of its 
own. For a start, four players can take part, with or 
without a multi-tap. To play without a multi-tap, two 
players take control of one pad. Player one uses the 
left-hand side of the pad and player two takes the 
right-hand side. Your cars automatically accelerate in 
this mode, so you just have to concentrate on braking 
to get around the corners. 

You have the choice of 12 different characters to 
race, and all have different vehicles. This could be a 
hippie in an old Sixties bus. a cab driver in a cab 
(funny that), a pilot in a rocket car or a soldier in a 
tank. Each has its own characteristics, advantages and 
disadvantages. The names of the characters can even 
be changed to add a personal touch when ramming 
your mates into a ravine. 

The tracks promise to be some of the most 
outlandish yet seen on a racing game, and from our 
time playing the preview copy we can definitely testify 
to this. There are courses set in the Wild West, 
Amazon, underwater, Nightmare Land, cities and 
Snowland. All of the courses have their own hazards 


but just sticking to the road is hard enough as it 
twists and bends all over the shop. While fending off 
your opponents you have to negotiate jumps, tiny 
bridges, ice, glue and oil patches and even shark- 
infested waters. 

To help you out in the racing there are power-ups 
littered around the course. These can be anything from 
a turbo to a boxing glove to punch your opponents 
out the way. 

All of the courses have a unique graphical style, but 
they’re all true to the cartoony feel of the game. There 
are some neat little touches like the deadly dinosaurs 
in Nightmare Land or the giant snowmen you must 
avoid in Snowland. The Atlantis courses make a 
change as they are all set underwater, with your car 
surrounded by an air bubble. Here you have to make 
use of up and down controls to get past the cliff faces 
on the track. 

With all expected modes of play, including a Micro 
Machines-style knockout, Motor Mash should keep you 
happy for a long while. Okay, it's not incredibly m 

original, but from what we’ve played it’s a good laugh & 
and the four-player mode promises to be excellent. If 
you’ve had enough of Micro Machines V3, Motor Mash * 
might just give you that extra dose of top-down racing 2 
you’ve been waiting for. tc 
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PRICE! CHOICE 


^SVrh?, 


A DIVISION Of INTERACTIVE 



trMimLtr 


ftflAMUtr 


Look out for 

OUR NEW CLUB 
SUPERSTORE 

opening in Leeds 

AT THE ADDRESS ON 
THE ORDER FORM 

on November 

29 thU! 


Over £5<QQQ QF 

PRIZES TO WIN ON 
THE DAY BY PLAYING 
AGAINST OUR STAFF 
AND CELEBRITIES 
PLUS GIFT PACKS 
AND RAFFLES, ETC. 

Check the local 

PRESS AND LISTEN TO 

Aire FM, Galaxy 
105FM and Pulse 
FM for details!! 


Ml 



ThE WORLD'S MOST POWERFUL 
CONSOLES AT BRITAIN'S ^OIVES^ PRICES! 

£ 74.99 


nSvi 


ALL PLAYSTATIONS COME WITH ONE 
SONY PAD , A PLAYABLE DEMO CD 
FEATURING 6 GAMES 

PRICES INCLUDE FREE 48hr DELIVERY TO MOST AREAS IN THE UK 

•SJWCT TO STOCK 


VN B EAT A BLI ?|KVI£E QVARANTEE All machines bought from Gameplay are fully 
guaranteed by Sony and we offer full after sales support. Unlike some of our competitors, we 
only sell official UK consoles backed up by genuine British warranties. If your machine develops 
a fault within the guarantee period, we will either collect it from y^OUT door and 
replace it free of charge or send an engineer to repair it in your home!! 


PLAYSTATI 
PLAYSTATI 
PLAYSTATI 
PLAYSTATI 
PLAYSTATI 
■■(TATI 
.TATI 


SAVl EVEN MORE WHEN YOU BUT T HE FOLLOWING 

a 


N & Sony Memory Card & extra Pad .£84.99 

N & ANY GAME AT £29.99 OR LESS .£99.99 

N & ANY GAME AT £37.99 OR LESS .£104.99 

N & ANY OTHER GAME .£109.99 

N & MEMORY CARD, PAD & ANY GAME £29.99 OR LESS .£109.99 
N & MEMORY CARD, PAD & ANY GAME £37.99 OR LESS .£ 1 14.99 

N & MEMORY CARD, PAD A ANY OTHER GAME .£119.99 

Wf ARE EXPECTING A HUGE ffEDlfCT/ON IN THE PLAYSTATION CONSOLE PRICE LlNK-UP LEAD . JUST £ 7.99 

very soon!! These prices were our best guess at the time of going to RGB Scart Cable just £ 7.99 

PHIN^U^HP^M^aVAIl^^^WE^^IJM^IN^r^CONFIR/I^HlMl^^JSoi^LO^r^vnroAM^waauDA^iii^AM^iml^ 


PLAYS 

PLAYS 


AT THE SAME TIME AS A NEW SONY PLAYSTATION, 

Sony Official Memory Card.just £13.99 

Joytech 1 MB Memory Card.just £9.99 

8 Mb 120 Slot Memory Card.just £16.99 

Sony Analogue Joypad.just £20.99 

Cyclone or Saitek Pad. just £12.99 

Dust Cover.just £ 5.99 


UK PLAYSTATION GAMES 



Bandicoot. 

Bandicoot 2 


ujuupai No (mouse . £22.99 

SmEuH . £35.99 

£28.99 


rim lpapai 1 

hors £19 99 

. £31.99 

. £1799 


BUST A MOVI 2 0 ARK LIGHT CONFLICT 

2 XrtfNE ESPN Ektrimi Sports 2 £29 99 

4-4-F: . £24.99 

Act Comsat 2 

Actua Goo 2 _ 

Actua Soccer . 

Actua Socch 2..., 

Actua Tennis 


SPECIAL OFFER • OCT £3 OFF DARK FORCES 
WHIN BOUGHT WITH ANY OTHiR GAM! 1 
Dam Stalkers Revenge Nkxt Warbors 

Darkught Conhjct . 

OesaNT .. 

Destruction Dbw... .... £17.99 

Destruction Derry 2 . £37.99 

D« Hard Trilogy . £32.99 

Du Haro Trilogy & Predator Gun . £47 99 

Dtscworld 2 . £34 99 

Doogem Arena .. £29 99 

Doom . £22 99 

Duke Nukem 3D ______£31.99 

Dynasty Warriors. .... .£35.99 

H...JQ399 




JONAH LOMU RUGBY 
Lost Vbungs 2 ... 

Lost Worio: Jurassic Pam 2 . 

Magic thc Gathering . 

Marvel Super Heroes 


Mass Destruction . 

MDK ...«... 

Mecm Warrior 2 . 

Megaman X3 


Earthworm Jim 2 


Agent Armstrong 
Ajr Combat 

Alien Truoov ... 

Allied General 
Austar Socch 

i 31 



Monopoly 
Monsth Trucks . 


Mortal Koahat Trilogy. £22. „ 

Mortal Komiat mythology . ......£28.99 

Moto Racer £31 99 

Motocross Inthnational.£24.99 



SYNDICATE WARS 

. £27 99 


MICRO MACHINES 3 PARAPPA THE RAPPER 

Populous - the 3*o Coming - £31.99 

Porsche Challenge .. £29.99 

Powermove Pro Wrestung . £24 99 


TOMB RAIDER 2 

Test Drive Oe» Roao . 

Trras . ZT_Z58.99 

Thuhderhawr 2 . £18.99 

Tigh Shark . ... £29 99 

Tat . -88-99 

JMI QOMM RH Pg . . £27.99 

t5Lj5?*i* °? mco " ...III? 


Toca Touring Cars 


Tokyo Hkxway Battu 

Toms Raider . 

Tomr Raider 2 .. 


£22 99 

..£31.99 

..£33.99 


Motor Mash . 

Mtst... 


Area 51 ♦ Predator Light 

Ark Of Time . 

Atau Greatest Hits 

Beast . 

Blast Cmambh 
Breakpoint Tennis 


£23.99 



exnumd . ..84.99 

Explosive Racing .. £29 99 


Broken Sword . £34.99 

Broken Sword 2 ... £29.99 

Burnt Borru 2 . £24 99 

Burst Borcat 3D . 87.9? 

Buggy 
Bugriders 


Fade To Bulck 

Fantastic 4 ..... 

Fatal Fury. 

Faow 11-79 ..-. 

FIFA Roao to the World Cup ’98 .... 

Final Doom .-.- 

Final Fantasy 7 


£1799 
£28 99 
£29 99 
£29 99 
£31 99 
£2399 
..£34.99 



Pro Pingau Time 


JURASSIC PAM 2: LOST WORLD MOTO RACER 


Namco Museum Volume 1 • includes Paomh. 
Pou Position Galaga. Rally X. New Rally 


__X 

£36.99 



Bust A Mote 2 . 1T7.99 

Bust amove 3 . £24 99 

Carnage Heart ....... 129.99 

Castuvania - Symphony Of THE Night £35 99 

Champiommp M U M Au-Stars.£33.99 

Chessmaster 3D . £24 99 

Chronicies O The Sword . £33.99 

City of the Lost Cmkdren . £34.99 

Commano & Conquer.--..-.417.99 

Command & Conquer RID ALERT . £32.99 

Cool Boarders . £36 99 

Contra ..... 


Fighdng Force .. ••83-99 

Firo & Clawd . £21 99 

Formula 1 '97. 

Formula Kajits Special Edition 
GPouce 
G«jo Run 
Hardcore 




Toypop and Gosconian 
Namco Museum Volume 2 
Includes Super PaCman and Xevtous £34.99 

Namco Museum Volume 3 • includes MS 
Pacman, Galajuan & Pou PosmoN 2. £29.99 

Namco Museum Volume 4 . £29 99 

Namco Museum Vol 5 . 129.99 

NASCAR Racmg 98 .-. 

NBA Hang time . £29 99 

NBA JamExtruh . £18.99 

NBAIjvi '98 ... @99 

£27 99 
£32 99 
£32 99 


Dll HARD TRILOGY 
A PREDATOR OUN £47.991 


Haems .. 

Hexen. 

Impact Racing... 


Need For Speed 2 
NFL Madoen '98 

M. Hockey *98 .. 

NHL Powerplay Hockey .. £27.99 

Nightmare Creatures . . £29.99 

NUCUAR Strike. 



Rampage World Tour 
Rapid Racer 
Rally Cross 

Rayman . 

Ray Storm 

Ray Tracek. 

Rebel Assault 2 
Reboot 

Reloaded . 

Resident Eva. 

Resident Evil - the Director's Cut.. 

Return Frk ......h 

Rjoge Racer 

Rjdge Racer Revolution 
Riot . . 

Rise of the Robots 2: The Resurrection 1 
Road Rash 
Rorotron X 

Rosco McQurbn .._ 

Sampras Extreme Tennis 
Samurai Shooown '97 
San Francisco Rush 

Sentient . 

Shadow Warrior 
Shockwave Assault .. 


Top Gun .. 119.99 

Toshinoen . £1B 99 

Toshinoen 2 .£19.99 

SPECIAL OFFER GIT t3 OFF TOSHINOEN 2 
WHIN BOUGHT WITH ANY OTHIR GAME* 

Toshinocn 3 . £31.99 

Total Driv.n'.£35 99 

SPEOAL OFFER BUY TOTAL DRIV1N AND GET 
A LINK-UP CABLE FOR JUST 13 99* 

Total NBA 97 . £29 99 

Transport Tycoon . £26.99 

Transport Tycoon 4 Sony Mouse . £39.99 

Trash It . £34 99 

True Pinball . .— U^-99 

Twysteo NVtal 2 World Tour £3799 


Tunnel B1„ 


V Rally .. 


Vandal Hearts . £35.99 

VKwro»a .... 112.99 

Virtual Poa *97 . . £32 .99 

VR Baseball *97 . 133.99 

Wargnut 2_04.99 

War Gods .. £31 99 


■■■tfll 

in-Soe Socch . £19.99 

.. @.99 

. £34 99 


IU>00 .... 



Independence Day 
Int i Superstar Soccer Deluxe 

1*7*1 Superstar Socch Rio—.. 

International Track & Field . £17.99 

Jersey Diva . £35 99 

Jmna ... 89.99 

Jonah Lomu Rugry.HI.99 

Juogi Dredo .. 

King Of THE Fighters 

Kjngsheid . 

Konami Open Goif.. 

Kurusmi . 

Legacy of Kajn 

s 1 & 2 . 


LfTHAL Eneorcers 1 l 
Ut Force Tenka . 


BURNING ROAO 


Little Big Aoventuke 
Loaded 



Pandcmonrjm . .@.99 

Papocmonajm 2 . £35.99 

Parappa the Rap»h . £24 99 

Pax Corpus ... £32 99 

Phtict Weapon . 

PFA Socch 97 
PFA Soccer Manager 
PGA Gou ‘98 

PlTBAU. __. _ „. 

Rum Manaorr .. £31.99 

PO'ed . £18 99 



Wajhmcr 1 

WCW vs The World 7._.. .. 134.99 

W*u . ...127.99 

Williams Arcade Classics: Incluoes Depehoee. 
Rorotron, Joust, Stargaie (Depenoer 2) 

SiniSTAR and Buprus . £19.99 

Wing Commanoh 4 . 134.99 

Wing Ovh . £35.99 

Wipeout . £18 99 

Wipeout 2097 . 137.99 

Worms ... £17 99 

Wrecking Crew . £3699 

WWF In Your House . £29 99 

Xivkxis 3D £29 99 


=:#8 

_ @99 

.. @.99 

__ 119.99 



NUCUAR STRIKE 


OODWOilD Airs OOYSH 


SOUL BUM RALLY CROSS 

Sign oet»« Sun . . £29.99 

Sim City 2000. . @.99 

“ £34.99 

_ (34.99 

x wceHuu V OflA" £35 99 

Spioh . £21.99 

Spot Goes to Houywooo . .£18.99 

SmmiOHnR lx Rius.£30.99 

Street Rach . £19.99 

'.noKEPOtNT The Hex Missions . £17.99 

den .. £33.99 

PuiZii Fighth 2 . £24 99 

Rach ... 1T7.99 

. .04.99 

UYNWCATE Wars.£33.99 

Terken . £17.99 

tnoaNi . @W 

Tempest X3 . 04.99 

Ten Pin Alley ... £29 99 



WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 


Gomaploy only tup pU* ofRoal UK producH AM produch gooronfeed by Gai 


d Sony CEE or Rwir rMyedne manuloeluron Gomoploy a on unofhoal PtayUafNin n 


» and M Britain * target! moil order awpplwr of Playttafion gomo* AM righH r 






































































































































































































IUALITY! SERVICE! 


VE ARE TODAY: BRITAIN'S 
ER OF COMPUTER GAMES! 


0113 234 0444 

SALES HOTLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT (M .. ■ «.t, «-«i 

0113 234 0066 

CUSTOMER SERVICE 

email: GameplayllK@aol.com 


JOYPADS 

COMING SOON!!! 

| GAMESTER/MAO CATZ | 

1 


• • 


SONY JOYPAD 
Snu THE MIOHEST 
QUALITY SPARE JOYPAD 
ON THE MARKET 

£13.99 



"O-V I 


ASCII ARCADE STICK 
Arcade STYLE STICK WITH 
360 DCOECI MOVfMINT AND 
MKBOSWITCM TECHNOLOGY. 

Most *ffecttvi with 


SONY ANALOGUE JOYPAD 
Official Sony joyfad 
also includes analooue 
THUME CONTROUIRS TO 


ESPECIALLY DRIVING GAMES 

£21.99 


£42.99 


£28.99 





SAITEK MEGAPAD 

8 AOJUSTAill EUTTONS 
WITH TuBBO-FIRE, AUTO- 
fibi A Slow Motion. 
MICROS WITCHED D RAG. 

Our favourite pad! 

£13.99 



PROGRAMMABLE BUTTONS. 

Most Emcnvi with 

CURSOR-CONTROLLED GAMES 

£19.99 


FIRE HYPER PAD 
Replica Sony pad 

WITH TURBO-EIRE, 
AUTO-FIRE ANO SLOW 

motion. Many 

COLOURS INCLUDING 

NEW Glow In Dark! 

C10.99 




LOGIC 3 EXPLORER 
PAD 32 

Works with Saturn 
& PSX. Auto-Fire 
ano Slow Motion 


LOGIC 3 MASTER 
PAD 32 

Works with Saturn 
A PSX. Auto-Firs 
and Slow Motion 
features. 

£14 99 





HYPER DRIVE PAD 
JOYPAD WITH TURRO- 
FIRE, AUTO-EIRE A 
SLOW MOTION ANO 
INNOVATIVE BUILT-IN 
STEERING WHEEL 
MECHANISM. 

£15.99 



Tuno/AUTO-HRE 6 SLOW 
motion. Chunky design 
£21.99 


PHASE 9 CYCLONE PAD 
Ergonomic Pad with 

TURBO-EIRE, AUTO-EIRE ANO 

slow motion. Very reliable 

ANO EAST TO MOLD 

£12.99 




Test Drive 4 due DfC 


Twain 3 due Ok 


PSX STEERING WHEEL 

COMES COMPLETE WITH WORKING 
GEARSTICK ANO FOOT PEDALS AND 
SUCKERS TO MOUNT ONTO A TABLE 

or floor. Suitable for use with 

ALMOST ALL DRIVING AND FLIGHT 

ies, eg Rage.RaceRj V Rally, 


ALL DRIVING i 

games, eg Rage Racer. V Rally 
Destruction Derby 2, etc... 

SPICIAL 
OFFER !! 

BUY A 


£56.99 




buttons. 

Leather wheel cover. Works on 
N64, PSX & Saturn... £58.99 

TOP GEM PRO STEERING 

WHEEL 

Also with LCD 
display, 
programmable 
keys, throttle 
hold & dynamic 



£84.99 


RELEASE LIST 


OTHER ACCESSORIES 


DOMINATOR JOYSTICK 
Digital ano anaioouc 
moors. Hat Switch, Auto- 
Firi ano Slow Motion, 8 
Fiet buttons, LCD Display 
£23.99 




OFFICIAL SONY 1MB 
MEMORY CARD 
Savi up to 15 high 

SCOBfS, LAP OMtS ANO 
OAMC POSITIONS 

£14.99 



FIRE INFRA-RED 
JOYPAD SYSTEM 

COMPttTI WITH Dfitfi 8 
BUTTON joypaos and a 
RE cnvf r. Range up to 
18 metres. Supirb 

VALUE FOR MONEY? 

£27.99 


ASCII Analogue Flight Stick. £43.99 

ASai Speoausid Joymd. £23 99 

Fugmt Force Pro Analogue Joystick 8 

Thgottu. £39.99 

Htfei Duo: Fire Htfei Pro & 1MB Memory 
Caro bunou rack. Various Colours..£ 19.99 

Innovations Rifuca Pad.£6.99 

Joyfad iyttndei cabu_— £7.99 

NAMC0 Joystick. £39.99 

NIGCON Joyfad fad twists m the wooit to 

CM THE SENSATION Of A STHRSNG WHEEL £35.99 

Phase 9 Cyclone Pad.....J 12.99 

Sony Mouse_ — 18.99 

Sony Multi-tap U^to 

0113 234 < 

SALES HOTLINES 

OPEN SEVEN DAYS 
A WEEK 


I mON FRI 9am - 8pm 
1 SATURDAY lOom - 7pm 
SUNDAY lOom • 4pm 

J O QUIBALi EXCHANGE POLICY 

IF YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
I10\ OR MINIMUM £41, WE WILL 
SWAP IT FOR ANOTHER ITEM (THIS 
OFFER APPLIES ONLY TO ITEMS 
USTED IN OUR MOST CURRENT 
ADVERTS WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)* 

ORDER BY CREDIT CARD. CHEQUE. 
POSTAL ORDERS OR CA$H (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION) 
SORRY, NO CASH ON DEUVERY 


FIRE 1MB 15 SLOT 
MEMORY CARD 

RjFlICA OF THI OFFICIAL 

Sony Memory Caro. 
Available in Red. Green, 
Blui, Black. Clear, 
Grc IN OR Til- 


Yellow 
£10.99 




PREDATOR LIGHT GUN 
Auto-Reloao, 

SPtID SELECTION. 
WORKS WITH 

Saturn 
£17.99 


$2 


PROTECTOR LIGHT GUN 
Start, Pause ano sfecial 
WEAPONS BUTTONS, 3 
SFEEOS FOB MANUAL 
BILOAD, LIGHTWEIGHT 
DC SIGN FOB LONG USAGE. 

£1 2.99 





120 SLOT MEMORY 
CARD (8MB) 

Eioht times biggeb than 

THE OFFICIAL SONY 
MEMORY CARO FOR ONLY 
AN EXTRA £311 
ExciufNT Value! 
£17.99 



ERAZER GUN 
Unique Recoil 
ITURE, AuTO-FlRt, 
Auto-Reload, 
Sficiai Weapons 
BUTTON, PSX AND 
Saturn compatisii 
£23.99 


GAME KILiCR OCATS 
Contains programmed 
chiats for 17 popular 

OAMtS INCLUDING Fl, 

Tekken 2, Wipeout 
2097, Resident Evil, 
Crash Bandicoot, etc 
£21.99 


1 


SONY MULTI-TAP 
Allows up to 8 

PEOPLE TO PLAY AT 
ONCE (FADS NOT 



i)k 


RGB SCART CABLE 
Improves sound and 
PICTURE QUALITY. ALSO 
COMES WITH AN 
ADAPTOR TO CONNECT 

your PSX to a Hi-Fi 
£8.99 


0 


0 

0 


FAX ORDERS ON 

0113 234 0770 

(24 HOURS A DAY) 


■ | __ f FROM 

IE OF THE LARGEST SUPPUERS IN THE 
UNTRY' OVER 750.000 SOFTWARE 
S SUPPLIED SO FAR! 

cSiSMT^uxTOnSSS % 

PROVIDE THE FABTfSr DEUVERY 
SERVICE AROUND 1 3 WORKING 
DAYS MAX ON STOCK ITEMS [PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE) NEXT DAY 
DEUVERY FROM £4 ORDERS HACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK) 

i Dot's of nriMM available. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR SEGA SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MON8Y IMMEDIATELY BUT 

with Game play you will be 

SAFE KNOWING THAT Y OUR 

cotonCAOO WILL NOT Be 
DEBITED UNTIL YOUR ORDER 
IS DISPATCHED! 


WaA 


SONY MOUSE 
Ideal for games 

WHICH USE A 

cursor, e.o. Sim 
City, Discworlo, 
etc. Comes with 

OFFICIAL MOUSE 
MAT 

£18.99 



PLEASE SING TO CONFIRM AVAILABILITY BEFORE ORDERING AS SOME SPECIAL OFFERS ARE LIMITED STOCK A 
SOME GAMES MAT NOT HAVE IEEN RELEASED AT TIME OF PUBLICATION 


RELEASE DATES FOR FORTHCO 

MING PI 

LEASES 

PLEASE REMEMBER THESE ARE 

MIND! 

:D AS A 

GUIDE ONLY AND WE CAN 

NOT El ► 


RESPONSIBLE FOR ANY CHAN 

H OR [ 

NUTS 


Act Combat 2..... 
Actua Socch 2.. 

Actua T innis. 

Apacm Longbow 
Auto Destfuct. 
Castuvama 



SCHAMU 2, 

Tisi Darvt 
Tim* Cfisis 
TOMB 
Total _ 

Touring_ 

War Goat. 


.NOVEMBER 

h. I 4t* NOVEMBER 

I .DECEMBER 

..DECEMBER 

26th DECEMBER 
NOVEMBER 
pfCgMUl 
DECEMBER 
NOVEMBER 
.14th NOVEMBER 
NOVEMBER 
DECEMBER 
NOVEMBER 
OCT/NOV 

.NOVEMBER 

.14th NOVEMBER 

7th NOVEMBER 
JANUARY 98 
IN® NOVEMBER 
" DECEMBER 
NOVEMBER 
NOVEMBER 
_ st NOVEMBER 
21st NOVEMBER 
OCTOBER 


VRF1 STEERING 
WHEEL 

True analogue wheel 

WITH PROGRAMMABLE 
BUTTONS FOB THE 
ULTIMATE DRIVING 
SIMULATION (NO PEDALS) 

£37.99 

VRF1 3 IN 1 WHEEL 
AND PEDALS 
Works with Saturn, 

PSX and N64. True 
Analogue steering 

AND FULLY 
PROGRAMMARLE 

£52.99 

Datei 120 Slot (8MB) Memory Caro ..£17.99 
Datii 360 Slot 24M&) Memory Caro £24.99 
Dahl 720 Slot (48MB] Memory Caro £29.99 
Logic 3 4MB Memory card • does not use data 
COMPRESSION THEREFORE IT WORKS WITH ALL GAMES 
THAT OTHER HIGH CAPACITY MEMORY CAROS DO NOT. 

E.C. Sim City 2000.£26 99 

Dust Cover.£7.99 

Konami Hyferilastei Gun.£23.99 

SurascofE Sight for Predator Light Gun £5 99 
Speaker Cable - allows speakers to be connect® 
TO YOUR PSX WHEN US® with A SCAT CABLE £4.99 

Unk-up Care.£7.99 

Replacement RF Lead- also comes with an 
ADAPTOR TO ALLOW YOU TO CONNECT YOUR PSX TO A 
Hi-Fi.£14.99 

Datu Action Replay P*o 

CONTAINS 100s OF BUIIT-IN 
CHEATS fOt AU PSX GAMIS 
TO ttAUY LET YOU GET THE 
BEST HtOM TOUt GAMES YOU 
CAN ADO MOW CHEATS (FOR 
FtEfl) AS NEW GAMES Alt 

£42.99 


2nd Carnes 

Gameplay hi juft flirted ttochiny 
pre owned yemet IB addition te oar 
new qemet and we intend te Bn«nr« 
that thece tr« tilt knit quality yen 
can find anywhere 

✓ All yemai meat patt a 10 Bart 
axamieation before bemy retold to 
OBtara naarly now" quality. 

✓ All 2nd Hand yaroet art 
yueranteed for 3 monthi. 

✓ Extremely competitive pricai 
for Huyiny and tellmq. 

THia it How yoa can toll ut a yarn#: 

1. Your yama mitt Ha in ntirly ntw 
condition. Wo eannat accept anythiny 
with torn or atainad ntaauala or dtmayed 
Hoxa« and yon meat elaan the CD before 
•andiny it to •>. Remember that all 
aamea ara tailed when wa receive them, 
if yanr yame doetn t wark, wa will net 
buy it and you will bavo ta pay a £4.00 
ebay# ta yat it Hack. 

2. You mutt riny ■« bofara tandine 
your yame in at pricea far 2ad band 
yamet can ebanya auite rayularly. Vaa 
will ba aivan an aathoriaatian number 
wbicb will ba valid for three dayt. 

S. You will receive a credit for tba 
ayread amount wkiek you may uia 
ayaintt other yemet, either new or utod. 
If you woyld lib# to buy a 2nd band 
yama, limply nay talai for tHo current 
price. If your akoica it net in iteck yoa 
may Heel a copy and it will He tent at 
teen at ana Heeemat available. 
Remember, we do not charye your eard 
until yuur yarn# it tunfl 
AU PRICES LISTED IN THIS 
ADVERT ARE FOR NIW GAMIS 
ONLY • PLEASE RING IF YOU 
WOULD LIKE 2ND HAND PRICES. 



LAST ORDER DATES FOR CHRISTMAS: 
BY CREDIT CARD - 15/12/97 

BY CASH/PO - SEND BY 11/12/97 
BY CHEQUE - SEND BY 4/1 2/97 
PlIASi CALL FOR DtUVtRY 
CHARGE5 AFTER THESE OATES AS 
DELATEBY MAY J TILL BE rOlSIBU . 



Qj^Cut out this order form ond post to. 

fSmEPL 


Item description 


Pact 


GAMEPLAY, ENTERTAINMENT HOUSE, 
OIOSS CHANCELLOR STREET, LEEDS, 156 2TG 

Name:...Have you ordered before? Yis/ No 

Address:. 


Postcode:.Signature: 


OmoNAi ixeem cmioui ciiabance. I* rou ah 

FATING rr CHEQUE BUT DO NOT WANT TO wen ro* (T TO 
cum w as* *oo £2.00 hew ice um\s r uammc* 


hWlvelBilwJtoewiiIwd-Fwae'jl POP 
OmonW ten DAT QEiMJTT "oHN LA 00 far lU 


Tel:. 


i. Fax:. TOTAL 

CaShL: OtfQUf[J POSTAl OftOER[ ! C*l»n Bri ^ 52 

Cx*t> NO. □GaxnXDCDDDDDDm ewiby D*rt □□/□L I taiNaPD 


Cheques payable to Gameplo/ 

F>km co<r«ci o» iwn# of 90*09 to p*e«* I 4 Of 


TOUt STATUTORY BIGHTS At* NOT AFFECTED 
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seeN as tHe BeNCHmaRk driving game. tHis may meaN 
S9uat to maNy of you But foR tHOse who useD to speND 
suNDay afteRNOONS in tHe LocaL aRcaDe, it meaNS tHe 
S 9 uaNDeRiNg of a wHoLe week’s pocket moNey on ONe 
game aND ONe game ONLy, poLe positiON. 
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N amco were no strangers to revolutionising 
the video game world though. Galaxians, 
their early Space Invaders clone was the first 
true colour game ever, excluding the sad 
attempts at using coloured plastic strips. 

Pole Position wasn't radical because it was the first arcade 
driving game though, that accolade goes to Atari and their 
1975 coin-op. Le Mans. The reason that Pole Position 
changed the way that people saw driving games was that it 



▲ Namco's famous Pole Position (1982). 

offered the most realistic driving experience possible with 
the technology available at the time. Admittedly, by today's 
standards it looks pretty poor, but at the time it was the 
most influential and talked about video game around. 

The fifteen years between Pole Position and FI ‘97. today’s 
benchmark racer, has seen an inordinate amount of driving 
games come and go on all formats known to man. The first 
coin-op to cause a commotion after Pole Position was 
Atari's influential racer TX-1. This came with the innovative 
idea of using three monitors to give the player a panoramic 
view and a deeper gameplay experience. Despite its unique 
features, it never took off and Pole Position remained the 
one to play. 

Whilst Pole Position ruled the arcades another race was 
going on to bring the driving experience to the home. 

Turbo, a popular Sega coin-op. converted to the 
ColecoVision console was probably the most notable of the 
early home driving games (alongside Pole Position on the 
Atari VCS). By this time driving at home wasn't a new 
concept but Coleco's special Expansion Model 2 came with 
a steering wheel and foot pedals, and utilised the controller 
as a gear stick. A first for the home market and it was 
pretty playable too. 


Besides Saga’s Turbo. Atari and Namco dominated the 
racing genre for a good twelve years, from the release of Le 
Mans through to the early Night Driver. Pole Position. TX-1, 
and finally Pole Position II • which was released in 1987. 

You may be interested to know then that Namco. the 
company who started off with rocking horses and 
department stores bought out Atari Japan Corp. in 1974, a 
year before Le Mans hit the arcades. Probably why all of 
Namco's arcade greats appeared on the Atari VCS before 
any other home console. 

In 1987 Namco lost its hold on racing games as the next 
era of racing games arrived. Sega, the only other company 
to have already attempted to go up against Namco. 
released the seminal Outrun to an even more astounded 
audience than that of Pole Position. Disorderly queues 
stretched around the entire arcade as crowds fought to be 
next on the hottest coin-op since Pole Position, and maybe 
even Space Invaders! Five years after the inception of Pole 
Position. Sega had managed to take the driving game 
further than anyone else, and they continued to do so 
throughout the nineties. This wasn't the end of Namco 
though. 

SP€CTRUM POWER 

In 1987 the first real flood of driving games hit the home 
market, all of them were coin-op conversions though. The 
Sinclair Spectrum was lucky enough to have the extremely 
popular Enduro Racer (Activision). Super Hang-On 
(Activision) and the first home conversion of Outrun (US 
Gold), all in the space of a year. All of these arcade 
conversion were surprisingly playable although Outrun did 
lose a little without the force feedback steering wheel and 
the changeable radio stations. All three of the above games 
are Sega titles, illustrating the dominance that Sega had 
over the driving game genre after the release of Outrun. 

It hasn't been a one-horse race though. The years following 
Outrun saw an influx of racing games, at home and in the 
arcades. In 1989 Atari hit back with Race Drivin’. the 
sequel to Hard Drivin' which was more of a sim than an 
arcade game, something which Race Drivin' attempted to 
reconcile. Taito also released the infamous Chase HQ which 
was the first big racing game to add an action element. In 
Chase HQ the player had to catch up with a villain's car and 
smash It off the road. The added Cop’ element of Chase 


HQ has made it one of the most popular games ever; this is 



▲ Atari produce a panoramic view for TX-1. ▲ Converted to almost every console and 

home computer. 



▲ ColecoVision had a steering wheel 
add-on for Sega's Turbo. 


amiga 

poweR 



It may be a dirty word to many 
console owners but the Amiga has 
certainly played a big part in the 
history of driving games. The first 
Amiga driving game of note was 
the ridiculously addictive and 
playable Stunt Car Racer. Okay, 
the solid vector graphics looked 
pants but driving a hot-rod around 
huge roller • coaster like tracks 
was enough to make it one of the 
all time classic Amiga games. The 
best however has to be Geoff 
Crammond's Formula One Grand 
Prix (Microprose). It wasn't as fast 
and polished as today's Fi '97 but 
the sheer depth of it ensures it*s 
inclusion in the driving game hall 
of fame. Whilst on the Amiga we 
cant fail to mention the excellent 
driving scenes witnessed in 
Batman. Released in 1989 , Batman 
was way ahead of it's time with 
some of the best driving scenes 
seen on any home format, and 
this was only a small part of the 
game! 
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gOD! 

In 1989 , the Konix Multisystem 
was announced • modelled here 
by the wacky jeff Minter. It was 
going to be launched with a £200 
price tag but things never got off 
the ground. It had a i 6 Bit 
processor, 4096 colours, 25 
channel stereo sound, a 
specialised floppy drive instead of 
a cartridge port and a steering 
wheel as standard! It was funded 
by the success of Konix’ 
SpeedKing joystick. Highly 
powerful and very ambitious. The 
Konix had promised add-ons 
including a motorised chair, light 
guns and, wait for it, an exercise 
bike. Even though it might have 
looked promising, luckily it never 
hit the stores - letting the racing 
genre take the route of perfecting 
gam play instead of trying to 
recreate the feel of being inside a 
car. 




reflected in the success that Ocean had with it on the home 
computers and consoles. 

1989 also saw the release of the next big arcade racer. 
Super Monaco GP. and again crowds were stunned by the 
realistic visuals and gameplay. but also a relatively new 
feature that was to set yet another precedent In the racing 
game genre. Linked cabinets allowed a real multiplayer 
race to take place, with the possibility of up to eight 
players all taking part in the same race, on different 
cabinets. It certainly beat the already excellent three 
player Super Sprint top down racer. Arcade racing would 
never be the same again, if a racing game couldn’t be 
linked up then it wasn’t even worth considering, unless you 
had no mates, that Is. 

1989 also heralded in the 16bit generation of videogame 
consoles, and these had their fair share of racing games. 
Britain didn't see the Megadrive until 1990. though, and 
the Super Nintendo took even longer to arrive .The 16bit 
machines now had the power that was needed to deliver a 
great home racing game but players had to wait until F-Zero 
arrived on the SNES to get their hands on one. Nintendo's 
superb Mode 7 graphics, utilised on F-Zero delivered the 
most potent, adrenaline inducing gameplay yet to grace a 
home machine and it was lapped up by the games buying 
public. Subsequent console racers were to prove just as 
good though, with Virtua Racing on the Mega Drive being 
the crowning glory of the 16bit generation, although It 
didn’t arrive until much later in the Megadrive's life. 

THE NEW BREED 

The massive success of Virtua Racing in the arcades 
obviously helped the success of the Megadrive conversion. 
The arcades were reminiscent of the early Pole Position and 
Outrun days when Virtua Racing first hit the arcades. 
Crowds gathered around the massive four-player cabinets 


and tempers frayed when greedy players hogged their seats 
for hours at a time. Virtua Racing delivered the fastest and 
most unrelenting multiplayer racing game at the time and it 
appealed to everyone, from kiddies spending their pocket 
money to the dads themselves. 

Virtua Racing inspired all of the big name arcade 
manufacturers; the next generation of arcade racers was 
about to be born. Sega's Daytona USA wowed players the 
world over whilst Namco's Ridge Racer snuck up from 
behind. One game, however, sums up everything about the 
spirit of arcade racing • Sega Rally. One go on Sega Rally 
was the arcade equivalent to an hour in the bedroom with 
Cameron Diaz to the millions of people that worshipped its 
superb visuals and unbeatable gameplay. Although fond 
memories of Sega Rally are lodged firmly In my grey matter 
it has been eclipsed by another Sega racing game. Touring 
Car. This proves Sega’s continuing arcade dominance, but 
in the home it’s a different matter... 

ON THE HOME FRONT 

The Namco Vs Sega fight kicked off again with Ridge Racer 
and Daytona USA scrapping it out in the arcades. Daytona 
proved to be the most popular arcade racer at the time but 
on console It's a different story. The PlayStation 
categorically wiped the floor with its version of Ridge Racer 
against the Saturn’s Daytona which frankly failed to 
capture any of the spirit of the excellent arcade machine. 
PlayStation's Ridge Racer ported the arcade experience 
directly to the home, like F-Zero did for Nintendo - Ridge 
Racer sold many PlayStations. It was just the first In a long 
list of driving/racing games to hit the PlayStation, that’s 
still growing by the week. 

For a long time Sega Rally has been called the best console 
racing game but recently things have taken a drastic turn. 

V Rally, TOCA, FI 97. Test Drive 4 and Rage Racer are five 



Jk OUTRUN ▲ DESTRUCTION DERBY 2 ▲ FELONY 11-79 
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reasons why. and I could name quite a few more - how's 
about Wipeout 2097, Destruction Derby 2 or Micro 
Machines V3 for a start. 

With well over forty available, the PlayStation is ‘the’ 
racing game console, without a shadow of a doubt. If you’re 
thinking. Yeah, what about the N64’, we can honestly say 
that it hasn't one decent driving game available to It. Okay, 
it has got the excellent WaveRace and perhaps Mariokart. 
but are PlayStation owners really interested In driving 
around Koopaland, or wherever the hell It is, in a cack 
looking cartoon buggy. 

PlayStation gamers can immerse themselves in the real life 
world of Formula One championships, enter the fantasy 
world of futuristic hover car racing, ride super-bikes and 
scramblers, drive anything from a Porsche to a Cobra or a 
Powerboat to a jetski and even take the controls of a 
professional kart (not a cartoon one); all in the comfort of 
their own home. Driving games have always been one of the 
most popular video game genres and the PlayStation Is 
proof that this Isn’t about to change. We’ve got four 
reviewed in this issue and two of them have attained an 
above-ninety score; the other two aren’t half bad. either. 
Things are looking to peak in March ‘98 with the release of 
Sony's Gran Turlsmo. From what we’ve seen and from 
what's been promised. Gran Turlsmo is going to eclipse 
every racing game that came before It. This, of course, is 
just speculation and even if Gran Turlsmo doesn't deliver 
the goods. PlayStation owners have got nothing to worry 
about with games like TOCA and FI ‘97 already on the 
shelves. 

Twenty-two years ago Atari gave us Le Mans. 15 years ago 
Namco gave us Pole Position. 10 years ago Sega gave us 
Outrun • in 3 months time Sony add GT to the already 
massive list of PlayStation racers, is 
that the end? I don’t think so. 



* 




LOSINg 

In the beginning there was the humble 
joypad which to most was good enough 
for driving games. Well, we didn't know 
any better at the time did we? Nudging 
your way around corners was as dose to 
the real thing as you could get, unless 
you shelled out on a NeGcon controller 
which gives far greater control over your 
vehicle but comes at a price. 

The advent of Sony's analogue 
controller has given the driving game fan 
an affordable alternative to the NeGcon 
and I'd even go as far as to say that it’s 
actually better than its more expensive 
cousin. The dual analogue sticks on 
Sony’s pad can be used for pixel-perfect 
cornering and even proper throttle 
control, rather than just on and off which 


J 


is what you get with a digital pad. 
Once you get to grips with this 
new style of control you'll never 
| go back to the D-pad on a 

• driving game, unless 

of course the 
game isn't 
compatible. 
The other 
option is 
even more 
expensive 
than the NeGcon. 
A steering wheel can 
set you back anything from 
£$o to £ 8 o and it can be a bit hit 
and miss. For instance, playing Test 
Drive 4 with a wheel and peddles is one 
of the best PlayStation driving 
experiences around, but stick a steering 
wheel on TOCA and you'll have it 
whipped out faster than you can say 
‘jeremy Clarkson’s a tosspot'. There are 
plenty of steering wheels to choose from 
and some are obviously better than 
others so check out our accessories 
guide to get the full low-down on each 
one. 

Of course, the control that you find 
best is down to personal preference but 
whether you've got a top of the range 
steering wheel or an ancient joypad. 
makes no difference at all if you've been 
fooled into buying a crap driving game. 



▲ V - RALLY 


▲ TOCA 


▲ WIPEOUT 


▲ NASCAR ‘98 
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One of five copies of Fi’97 LIMITED EDITION and a BLAZE VR Fi X-CELLERATOR steering wheel 


One of five copies of RAPID RACER and a SONY ANALOGUE PAD 

Yes, that's right, you too can join the Fabulous Furry Speed Freak Brothers in our easy-to-enter compo. 

The first five correct entries pulled out of a hat each win a Limited Edition copy of Fi *97 and a spanking VR Fi X-Cellerator steering 
wheel from Blaze, worth seventy notes, or 35 pints of lager, or even 233 energy-giving Mars Bars. Melinda Messenger adorns the Cover 
of the Limited Edition Fi *97 and there are only 1500 copies in the whole wide world, and you could be the proud owner of one of 
them. As for the Blaze steering wheel, it came out tops in our accessories review this month so you know that you’re getting quality 

stuff (if you win, that is). 


co 


£ 


The next five correct entries will get a copy of the natural amphetamine producing Rapid Racer and a brand new Sony Analogue pad 




‘Bribes will be accepted if offered discretely. 


which actually works with the game! Not bad for a second prize, eh? The closing date is January 31st, 1998, so youVe plenty of time to 
get your thinking caps on. 


To win one of these cool racing game related prizes just answer this topical-but-farcical question: 

Who is the current Formula 1 world champion? 

a. Jacques Villeneuve 

b. Jacques Cousteau 

c. Nigel Mansell 

d. Richard Noble 


PAL 




Answers on a postcard to: 

Speed Freaks competition 
extreme PlayStation 

Quay Magazine Publishing, Quay House 
The Quay, Poole, Dorset BH15 1HA 
















Special Reserve Discount Mail Order -01279 600204 

Market leaders in mail order home computing, established 10 years, great web site and six amazing shops 
See us on the web at http://special.reserve.co.uk for masses of information and loads of prizes to win 


Offtciallv Authorised for 


NEW VALUE PACK only £129.99 less £10 4- 


Officially approved for PlayStation 


PlayStation Value Pack 
129.99 less tlOofl any other item* 

With TWO Sony Controllers, a 
Sony Memory Card and RF lead. 


If you don t fancy our Membenhlp offers you can take a Trial Membership for just 50p 




’Deduct £10 off the price of any 
one item bought at the same time 
as a PlayStation and PAY LATER 
if your total purchase is over £250. 
subject to status 


SCART LEAD • PlayStation RGB 

X-TENDER CABLE 

Foe PlayStation controiers .. 

MEMORY CARD I IS slots) 

MEMORY CARD (120 Slots) 

MEMORY CARD 1720 Slots) 

OFFICIAL MEMORY CARO (15 slots) 


9.99 

12.99 

19.99 
29 99 

14.99 

7.99 





OUST COVER FOR PLAYSTATION 
LINK CABLE Allows two players each with their own 
PlayStation and TV to play with or agamst each other 8.99 
MULTI TAP FOR PLAYSTATION 29 99 

PlayStation Controllers 

GAMESTER STEERING 
WHEEL AND PEDALS 64.99 

True analogue progressiooal steenng 
accelerator and Drake 


HYPERBLASTER 
LIGHT GUN 24 99 

Made by Konami and officially endorsed 
by Sony Pixel perfect accuracy 

LOGIC 3 CONTROL 
STATION CONTROLLER 

8 lire buttons, autofire mode 
and extra long cord 

OFFICIAL 
ANALOGUE 
CONTROLLER 24 99 

Dual analogue control sticks and 
digital directional pad 

OFFICIAL CONTROLLER 17.99 

Same controller as the one supplied with 
the PlayStation 

OFFICIAL PLAYSTATION MOUSE 
29 99 

Complete with designer mouse mal^H 

PREDATOR LIGHT GUN FOR 
PLAYSTATION 17.99 1 - 

Dual format gun 3 speed autohre bullet 
auto-toad pre set number of bullets and 
LED (frsplay lights 

We Stock 30 different controllers 
for the PlayStation 




PlayStation Games 

From our range of over 250 PlayStation Game* 

ACE COMBAT 2 32 99 

ACTUAGOLF2 3099 

ACTUA ICE HOCKEY ., 31 99 

ACTUA SOCCER 2 31 99 

AGENT ARMSTRONG 2999 

AREA 51 .29.99 

BATTLE ARENA TOSHINDEN 3 34 99 

BREAKPOINT 2 36 99 

BROKEN SWORO 2 3149 

BUST A MOVE 2 1899 

BUST A MOVE 3 24 99 

CAESARS PALACE 32 99 

CARMAGEDOON 2 34 99 

CHAMPIONSHIP MGR ALL STARS 33 99 
CITY OF THE LOST CHILDREN 35 99 

COLONY WARS 34 99 

COMMAND & CONQUER 2799 

C A C RED ALERT 34 99 

CONSTRUCTOR . 32 99 

CRASH BANDICOOT 2 34 99 

CROC . 32 99 

CRYPT KILLER . LIGHT GUN 49 99 

CULT STATUS 35 99 

DARK FORCES 31.49 

DEATHTRAP DUNGEON 36 99 

DESTRUCTION DERBY 2 37 99 

DIE HARD TRILOGY 32 99 

DISCVYORL02 3899 

OISNEITS HERCULES 32 99 

DOOM 3299 

DREAMS 3399 

DUAL FORCE 34 99 

DUKENUKEM 3199 

DUNGEON KEEPER 34 99 

EXHUMED . 30 99 

FADE TO BLACK 18 99 

FANTASTIC 4 28 99 

FIFA ROAD TO THE WORLD CUP 32 99 

FIFA 96 ... 16 99 

FINAL FANTASY 7 36 99 

FORMULA 1 97 39 99 

G-POL ICE 38 99 

HARDCORE 4X4 1799 

MERC S ADVENTURE 29 99 

INTI SUPERSTAR SOCCER PRO 35 49 
WU TRACK ANO FIELD 17 99 

JOHN MADDEN NFL 96 33 99 

JONAH LOMU RUGBY 32 99 

JURASSIC PARK LOST WORLD 32 99 
K t THE ARENA FIGHTERS 29 99 

KURUSHI 27 49 

MACE . 3599 

MARVEL SUPER HEROES 30 99 

MATCHOAY 3 35 99 


PARAPPA THE RAPPER 25 99 

PETE SAMPRAS EXTREME TENNIS 32 99 
PFA SOCCER MANAGER 38 99 

PGA 96 18 99 

POPULOUS THE THIRD COMING 32 99 
PORSCHE CHALLENGE 29 99 

PREMIER MANAGER 96 29 99 

RAGE RACER 34 99 

RAMPAGE WORLD TOUR 3199 

RAPID RACER 29 99 

RESIDENT EVIL • DIRECTORS CUT 27 99 
SAN FRANCISCO RUSH 31 99 

SCREAMER 2 34 99 

SOUL BLADE 35 99 

SPICE WORLD (SPICE GIRLS) 19.99 

STREET FIGHTER EX PLUS 30 99 

SYNDICATE WARS 34 99 

TEKKEN 2 39 99 

TENKA 36 99 

THEME HOSPITAL 34 99 

TIME CRISIS ♦ LIGHT GUN 49 99 

TOCA TOURING CARS 32 99 

TOKYO HIGHWAY BATTLE 22 99 

TOMB RAIDER 2 36 99 

TOTAL DRIVIN 35 99 

TOTAL NBA 97 29 99 

V - RALLY 35 49 

Vfl POWERBOAT RACING 32 99 

WARCRAFT 2 36 99 

WIPEOUT 2097 39 99 

PlayStation Cheat Books 

PLAYSTATION SECRETS. 

SOLUTIONS 6 STRATEGIES 15 99 

SECRET COOES FOR PLAYSTATION 7 99 
SPECIAL RESERVE 2001 CHEATS 1 99 

Nintendo 64 99.99 i«. £10* 

with 30 Controa* 

Nintendo 64 Fire 132.99 >*—£10* 

wen extra 3D Comma* and i MB Memory Card 
'Deduct CIO oft the pnee of any one item 
bought ai the same tune a* a Nmendo 64 

Nintendo 64 Peripherals 

4 MB MEMORY CARO 2699 

N64 DELUXE CARRY CASE 24 99 

OFFICIAL 30 CONTROLLER 
Many colours avaiaWe 25 99 

RUMBLE PACK 12 99 

SCART LEAD N64 TO TV 899 

SHARK PAD PRO 21 99 

Top 10 Nintendo 64 Games 

Baaed on Special Reserve tale* 


MAXIMUM FORCE 

2899 

GOLDENEYE 

40 99 

MOK 

35 99 

LYIAT WARS ♦ RUMBLE PACK 

47 99 

MECHWARRIOR 2 

3299 

INTI SUPERSTAR SOCCER 64 

44 99 

MICRO MACHINES 3 

28 99 

EXTREME G 

46 99 

MORTAL KOMBAT MYTHOLOGY 

28 99 

DOOM 

46 99 

NASCAR 96 

3399 

BLAST CORPS 

40 99 

NHL FACE OFF 97 

1999 

TUROK • DINOSAUR HUNTER 

48 99 

NIGHTMARE CREATURES 

3149 

MULTI RACING CHAMPIONS 

44 99 

NUCLEAR STRIKE 

3399 

SUPER MARIO 64 

40 99 

OOOWORLDS ABES OOOYSEE 

... . 3299 

WAVE RACE 64 

44 99 

Sony KV14-M1 


Special Reserve ZZAP.net 

14" FST colour TV 

169.99 

Pentium P200 MMX 

999.99 

INC VAT 


• Remote control 

• Trinitron picture 

• Rear scan input 

• T4t & swivel stand 

• Loop aenal 


SAVE £30 



Complete Muitimedw System 
• (me! CPU & Motherboard 
Internet ready with 
faxmodem 
Creative 30 Blaster 
WirxXmS VD 

Works & Encana 


Special Reserve Big Club Shops 


Visit one of our great shops for massive selection at rock bottom prices 
We guarantee the lowest price in town - by a full £2 


All for £6.00 



It’s easy to join, just phone 01279 600204 or send m the order form 

There s no obligation to buy anything you can be any age and A omy costs £6 00 

1. Thousands of products to choose from - all at big discounts, 
many at below trade pnee or under half price 

2 Members receive 10 issues of our colour Club Magazines 
per year, including our full catalogue of over 2.000 discounted 
products and competitions to win Playstations and Nmtendos 

3 The incredible Special Reserve Book of 2001 Cheats 
(all formats) will be sent to you with your Family 
Membership Card. 

4 AND choose any one of the FREE GIFTS below if you buy just 
one item at the same time as you join. All of our gifts are worth the 
membership fee or much more You can extend (renew) your 
membership for £5.50 just to get more gifts if you want them 

■ FREE MINI BOY KEYRING CONSOLE ^ 

11 Miniature hand-held console with 55 f 

I variations of 4 classic games Includes a 
Tetns style game 

OR FREE VIRTUAL MEGA PET \ 

8 electronic virtual pets in one Choose to look \ 
after a Chicken. Bird. Dog. Cat. Dinosaur. \ 

Crab. Fish or Butterfly Pets may vary 

OR FREE PERSONAL STEREO WITH 
R HEADPHONES AND CARRY CASE 

■ Personal stereo cassette player with headphones plus a padded 

carry case for tapes & accessories 

P^REIGHT GAMES FREE FOR PCI 

Games include Desert Stnke, Jungle Strike, Actual 
Soccer semi-final edition, Normality Inc playable I 
demo. Zool 2. Lotus 3, Toyota Celica GT Rally and] 

Team Suzuki. ALL 8 GAMES / 

ABSOLUTELY FREEf 

OR FREE FOOTBALL 

Full size 82 panel stitched PVC coated football Size 5 

Other offers available Offers subject to stock availability 
Overseas members add £2 postage 


O *, 


V < 

• « 






Pay Later - 0% 




6 months Interest free when you spend a total of 
over £250 on ANY goods from our entire range 

Ask at our shops or phone 01279 600204 - subject to status 

20% deposit Pay the balance after 6 months or commence payments from C9 per 
month O 29 8 APR Either way there s no interest for the first 6 months • that * OS APR 


BRISTOL 

351 Gloucester Road (A38). 
Bristol. 

1'/, miles from the City Centre 
and just up from Kwtk Save 

Tel: 0117 924 5000 




EGHAM 

168 High Street. 


Egham, Surrey. 

Near Windsor and Staines 
Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 



CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the comer from 
the bus station 

Tel: 01245 348777 

nottJnghM 

164 Derby Road, 
Stapleford, Nottingham. 

2 miles from junction 25 of the Ml, 
near Kwik Fit and Pizza Hut 

Tel: 0115 949 1000 


Special Reserve 

01279 600204 

Or fax your order on 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

Members only • Join as you order • no obligation to buy anything 

Trial Membership just 50p (One magazine, one order) 
or Annual Membership £6 (uk),£9(ec»£12 (world) 

Annual Membership includes 10 Club Magazines, one EDGE magazine (sent 
later) and our Book of 2001 Cheats. AND there a a choice of fabulous free 
gifts if you buy just one item when you take out a £6 Membership. 

Al pnee* include VAT and carnage to MOST UK mamtand address** 

(BLOCK CAPITALS p*M#> EXTREME PLAYSTATION 

Name 4 Address_ 


B Postcode _ 


PhoneNo 


I Enter membership number (if applicable) or 

Knew membership fee (annual uk c6.oo) 


■item 

1 

1 

Nitem__ 


j ALL PRICES INCLUDE UK POSTAGE & VAT 

iCheque/P.O./Mastercard/Creditcharge/Switch/Visa 

£ 

L 
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SAWBRIDGEWORTH 


The Mattings. Station Road. 
Sawbridgeworth, Herts. 
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TOMB 

RAIDER 




FEMME FATALE 


The cybersex siren is back on our screens, wiggling that 
polygon ass and those polygon tits in that special *you want 
me' way. It’s only been a year since she first strutted her 
stuff on the PlayStation, but the hype surrounding her has 
made it feel like a lifetime. She started out as a videogame 
icon, following in the steps of that Italian bender Mario, and 
that funny blue, flea-ridden rodent Sonic. But now she’s 
crossed that virtual barrier to become a top babe, gracing 
the covers of non-videogaming mags like The Face and 


appearing at U2 gigs as the bird of the nineties. She’s even 
on the books of a top yankee model agency, and I don’t 
mean the human counterpart, Rhona Mitra, either - the 
computer-generated Lara Croft was signed up for 1 million 
dollars! British Airways also saw her magnetism; they had 
her on the front cover of their in-flight magazine. She’s 
recognisable the world over. She’s got more kick than the 
Spice Girls dream of, bigger tits than Pam and a larger gun 
than Dirty Harry. 
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L ara isn't 'with it* just because 
she has a sexy body and - I’m 
going to say it again • huge 
jugs. It*s the top-quality games she 
stars in that have flung her into 
the spotlight. Tomb Raider grabbed 
the Tm the best PlayStation game’ 
badge and rightly so. Ifs now time 
to embrace the sequel, with arms 
opened wide. The prodigal 
daughter has returned, not to beg 



for forgiveness, but to kick some 
more ass. 

Let’s start with the storyline. It’s 
based around the Dagger of Xian, 
an ancient Chinese artefact. He 
who drives this dagger into their 
heart acquires the power of the 
dragon. Sounds a bit dodgy, but 
anyway, the Emperor of Ancient 
China was the holder of the power, 



LARA S LI Ft 


The daughter of Lord Hensingty Croft, Lara 
was brought up as an aristocrat from 
childhood. She attended a finishing 
school throughout her teenage years, 
j leaving at the age of 21. Lara's wedlock 

j into fortune had been destined, but 

while returning from a skiing trip, her 
plane crashed into the middle of the 
Himalayas. Lara, the only survivor, 
discovered how to rely on her wits to stay 
alive in adverse conditions. Two weeks 
later, when she hiked into the village of 
Tokakeriby, her experiences had 
changed her life. Incapable of 
standing the claustrophobic 
smothering atmosphere of upper- 
class British society, she 
recognised she was only actually 
alive when trekking alone. Over the 
following eight years she acquired 
a deep knowledge of ancient 
civilisations all over the globe. Her 
family soon disowned their 
prodigal daughter, and she turned 
to writing to fund her trips. Famed 
for discovering several ancient 
sites of profound archaeological 
interest, she made a name for 
herself by publishing travel books 
and detailed journals of her 
exploits. Her discoveries include 
the Ark of the Covenenant 
(1994) and the 
Atlantean Scion 
^ (1996). She is 

currently looking 
for the Dagger 
of Xian. 




and with his vast army he 
conquered the lands of China. In 
his final battle he went up against 
the Warrior monks of Tibet. These 
monks knew about the power 
(probably read it in their local 
paper), and succeeded in removing 
it from the Dragon Emperor’s heart 
defeating him and his army. The 
monks then returned it to its 
resting place within The Great Wall 
That was a long time ago, and 
now three different parties are 
interested in discovering the 
dagger. 

If you expect me to say ‘Tomb 
Raider II turns the videogame 
industry on its head’, or ‘it’s got 
features never been before seen', 
then you’re wrong. People are still 
saying the original Tomb Raider 
broke the mould for video games, 
and that was only a year ago! 
Tomb Raider II is best seen as a 
polished version of the original. 
The basic format of the sequel is 
exactly the same as the first, but 
all those things you thought could 
be improved have been. And this 
is what makes it the most 
anticipated game of the year, and 
not just the finest game of the 
year but the finest game available 


'...as Lara walks 
away from the 
flare, the 
kaleidoscope of 
shadows and 
flickers is awe 
inspiring...” 




for the Sony PlayStation. 

THG IMPROVEMENT 
LIST 

One of the first improvements 
that you really notice is the 
dynamic lighting. When Lara walks 
into a dark area, of which there 
are many, the darkness that covers 
her is very realistic. There’s none 
of that ‘now you see me, now you 
don’t’. It wasn’t like that in the 
original either, but you do notice 
the enhancements. The shading on 
the protruding parts of her face, 
body and • yep, I’ll say it again - 
tits in a dimly lit place is amazing. 

This time around Lara also has 
flares at her disposal to light those 
really dark, menacing areas. The 
lighting with these is again 
fantastic. As she sparks one up, 
her body and the scenery around 
her flicker furiously. Walking with a 
flare in hand is also a treat for the 
eyes; you don’t get sudden 
changes in colour but a smooth 
variation. These flares can also be 
thrown if Lara needs her hands for 
something else, again the easy 
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option would be for the flare to go 
out once it hit the ground, but 
Core Design obviously weren’t 
prepared to settle for a 
compromise. Instead of the flare 
going out prematurely, it keeps 
flickering white on the ground. This 
lights up everything from about 
the waist downwards. As Lara 
walks away from the flare the 
kaleidoscope of shadows and 
flickers is awe inspiring. Again to 
add realism to the game, if the 
flare is still burning when Lara has 
finished what she’s doing, she can 
return to retrieve it and continue 
using it until it burns out. 

The flares aren’t just a gimmick 
to show off what the programmers 
can do; some areas are in 
complete darkness. Sometimes you 


have to enter rooms and even 
underwater sections that need to 
be lit. Buttons have to be pushed, 
levers have to be pulled, and if 
you’ve wasted your flares looking 
for secrets in darkened corners, 
you’re stumbling around in these 
areas for a long while. On dry 
land, Lara has the back-up of her 
guns. When it’s pitch black, the 
blaze from her guns lights up an 
area for a spilt second, enabling 
you to slowly but surely find what 
you’re looking for. 

BARBIE GIRL 

Next on the list of improvements 
is a group of features I feel 
compliment each other brilliantly, 
so let’s look at them collectively. 


Internet Mayhem 


You can't deny it, Lara has 
been embraced by the 
world. Do a search on 
either Lara Croft or Tomb 
Raider on the Internet and 
you're swamped by 
thousands of matches. 
There’s plenty of the usual 
‘Nude Raider' pics where 
people have used an art 
package to remove her 
clothes, revealing those 
huge baps. I did a search 
for this review and even 
found a web page 
dedicated to 'Lara on 
Vacation’! 



Lara now acts like a real 
person. She wears clothing 
that suits the weather 
conditions, so no more 
running around in that tight 
blue shirt all the time. She 
has a wetsuit for swimming 
and a fleece-lined bomber 
jacket for those chilly areas. 
Don’t worry though - you can 
still see her tits. She’s got 
new weapons too. She starts 
with a shotgun as well as 
her pistols, but you have to 
find ammo for them. There’s 
the usual automatic pistols, 
uzi and rifle, but now she 
finds grenades and 
detonators. These can be 
combined to blow down 
walls to access new areas. If 
she’s in the water for a level, 
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placed on the other side of small 
stretches of water, which Lara can 
cross while firing. If this wasn’t 
enough, she can now climb. Enter 
a library and she can scale the 
bookcases. A crumbling wall offers 
plenty of hand and foot holes * get 
her up there! Forged iron gates, 
lots to get yer hands on - up she 
goes. There's no stopping her. All 
of these features add authenticity, 
but more importantly Core have 
used them to enhance and 
improve gameplay tenfold! 

SETTING SUN 

A lot of the original Tomb Raider 


“...Lara can now 
climb! Enter a 
library and she 
can scale the 
bookcases. A 
crumbling wall 
offers plenty of 
hand and foot 
holes - get her up 
there. There’s no 
stopping her...” 


a harpoon gun is at her disposal. 
She's now a master of all 
weaponry, a true 
/ adventurer. Lara has 
^ mastered the use of 

[^vehicles too. Take, for 
..example, the Venice 
flevels. Here she finds 
several speedboats, 
which must be driven 
around the level to 
complete it. This adds 
realism to her 
character, but it also 
I adds to the 
/ gameplay. You’ve got 
/used to manoeuvring 
S Lara herself, but now 
* ^-^ou must master her 

driving a speedboat. 

Her repertoire of moves has 
increased as well. She can now 
wade in water; obvious really, but 
it wasn’t in the original. On paper 
wading doesn’t sound like much, 
but now she can enter the water 
with guns drawn. Wading while 
firing adds a new dimension to 
| the game. Enemies are now 




































€OOs>K-TdtBd 



DESIGN TOOLS 

Anyone who has played Tomb 
Raider will know that the levels 
are huge. Well, Tomb Raider II is 
even bigger, a lot bigger. Now, 
how the Fell do they manage to 
create all those environments. 
Well, here’s a couple of screens 
to snow the design tools that 
Core Design used to give birth 
to those famous Tomb Raider 
l&ll 3D settings. 


I 


was played in dark and gloomy 
settings, uninhabited caves 
without a sniff of another human 
being. Well, when you start the 
game at the Great Wall you feel 
Tomb Raider the sequel is going to 
be much of the same. More 
detailed, better textures but 
basically the same as the first. 

After completing The Great Wall 
you’re smacked between the eyes 
with the Venice levels. These are 
magnificent. Tall buildings with 
streets of water, sunshine beaming 
down upon them. You have to 
negotiate the streets by either 
swimming or using the speedboat, 
but as you go deeper into it you 
find that the buildings aren't 
empty but guarded by various gun- 
totting, bat-wielding, knife- 
stabbing baddies, all ready to gun 


you down before even asking your 
name. As you start to explore the 
surrounding areas you find that 
the level just grows and grows. If 
it was the original, the building 
section would have been your lot, 
but as I’ve said already the levels 
are huge and underneath the 
Venice Streets you find a sewer 
system that opens up a new world 
filled with rats and even more 
enemies. The Venice Streets also 
sees the introduction of glass. As 
well as Lara interacting with doors, 
levers, switches, etc, she can 
shoot out windows to access new 
areas. 

The Venice section, made up of 
three levels, also opens up the 
daylight factor. You start the Venice 
Streets in blazing sunshine, but 
this dims slightly as you reach 



You are timed over the course, but you have to negotiate every obstacle with a particular move. If, for instance, you perform 
a ’run and jump’ when it should be a 'jump and catch’, the clock stops and you have to start at the beginning again. The 
course is ideal for practising those dodgy jumps before doing it for real. The training course is a real plus as you can enter 
the game confident that you can perform every move, plus you can battle it out between your mates to see who can perform 
best with Lara! Here’s a run-through. 
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Rhona Mitra 



We cant do a Tomb Raider II review without showing 

a few snaps of Lara's real-life counter part, Rhona 

Mitra. Well, actually that's wrong; she's apparently 

been given the boot for some reason or other, but 

there's no replacement yet so 

here’s the former Tomb Raider 

girt. Rhona has hit the 

headlines lately, and not just 

for being Lara Croft. Word on the 

street is that her own father did her 

boob job. Her 34 A tits were boosted 

with silicone by her old man to a 

whopping 34 DD. She denies it, though. 


r 



Bartoli's Hideout. To finish this 
level you must climb to the top of 
a large building. In the distance 
you can see the haze of the sun 
setting; dusk is upon you. The 
next level. The Opera House, starts 
again in the open air. Now daylight 
has almost completely 
disappeared. Even though it's not 
real-time, these little features give 
you the feeling that it is. 

SAVING GRACE 

The save game feature found in 
the first game has been greatly 
improved. In the original outing, 
save points were scattered around 
each level in the form of twirling 
blue diamonds. If you were lucky 
enough to play through the 
original, these blue diamonds were 
like gold dust, just as you were 
about to kick the fleas out of next 
door’s cat, who had accidentally 
climbed through your open 
window, you’d turn the corner to 
find that precious blue diamond. 
Your relief produced unequalled 
emotion - the cat ran for its life as 
you tried to shag it! Well, those 
feelings have gone - you can now 
save your game at ANY point. 

Some will say that this is a bonus 



“...The Tomb 
Raider series has 
everything, even a 
character you’d 
leave your 

G irlfriend or wife 
or. I don't think 
many would want 
to snack up with 
Mario, would 
they?" 


as it gets frustrating repeating the 
same sequences over and over 
until you get it right, and find a 
save point. This 'save at any point’ 
thing was available on the original 
PC version. I would have preferred 
that those blue lifelines had stayed 
in the game. With this new system 
I found myself saving the game 
after completing anything tricky. 
Perform a couple of dodgy jumps 
and it was into the select screen 
to find the ‘save’ option. I also 
became very slap-happy at 
undertaking tasks, knowing full 


well that if I failed I would be 
returned near-enough to where I 
perished. It’s easy to say, *well, 
don’t bloody save the game then’, 
but you can’t help it! On 
completing the original, due to 
these sparse save points, your 
gaming reactions and perceptions 
were toned to perfection. 

Even though I’ve had a few 
grumbles about the save options, 
I'm not going to hold this against 
the game. Tomb Raider II has been 
hyped to buggery, and if you went 


to ECTS (European Computer Trade 
Show) at Olympia you’d have seen 
the commotion when Rhona Mitra 
turned up. But the hype for Tomb 
Raider II is completely justified; 
this is the best game available for 
the PlayStation. 

The Tomb Raider games, both 
the original and the sequel are 
games for the true videogame 
punter. Today’s titles cost around 
£ 44 . 99 , which - let’s be honest • 
isn’t really cheap. If you’re going to 
buy a game, then most want to 




All of the FMV’s throughout the game are of the highest standard, adding depth to the storyline. 
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know that they are getting their 
money’s worth. There are plenty of 
titles that look great, play great, 
but their lifespan is short. The 
Tomb Raider series has everything, 
even a character you’d leave your 
girlfriend or wife for. I don’t think 
many people would 
want to shack up with 
Mario, would they. 

DARREN 





Second Opinion 


Lara's back with a 
vengeance. All the hype is 
justified! Most of the 
settings are now outside, 
which loses the dark and 
gloomy vibe of the 
original, one of its 
downfalls. New moves, 
enemies and animals 
make this THE game. 

Dave 


SILICON VALL6Y 


Every hot-blooded male dribbles at the sight of those 
virtual boobs. I've mentioned them enough already in the 
review. But how do they compare to the real thing? Well, 
I’ve placed them up against tne best of 'real' boob world • 
I use the word ‘real’ very lightly. You decide. Has Lara got 
what it takes?! 
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Developer .C.QR.S DESIGN 

Released OUT NOW 


Version.. 

Price. 

Genre 


.UK 

..£ 44 . 59 . 

ACTION 


.APY6NTUR6 

Players. I. 

M emor y Ca rd.j/[. 


GAMEPLAY 
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10 
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in summary 


This game really kicks ass. Tomb 
Raider II has got it all! 
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Final 


The staff at Squaresoft can't grasp thesrrieaning.of 
the word Final’ - this is their seventh gam£ in x the 
FINAL Fantasy series, tire's hoping they don't *find ; 
for a while... ' -r* 
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As the introduction start/ to roll, you immediately feel FFVII 
is something special. Afbeautifully-drawn flower girl walks 
the damp streets of a tormented city. As she wanders out 
nto the wfflAje calm is broken by the roar of cars and 
ikes as tn^^rollute the already-rotten air. The camera pulls 
away from the flower girl, through the buildings and up, 
high above the city, through green smog and higher still to 
give you an amazing panoramic view of the whole scene. 
Green energy bursts from the outlets all around the realtor 


as thoughts of Blad^mmner come to mind. A speeding train 
flashes up a the camera starts to'pan back down 

and you're fi^R^onto the train pulling into the s station. Out 
jump members of the Avajpnche team to deal with the.few; 
guards dotted around the platform. Then Cloud Strife leaps 
from the train to be greeted by^e leader of Avalanche, 
Barret Wallace. The words, ‘Oblpe qrwjeyvcoqier, follow me’ 
appear in a text box, and you’re in.;J«heTfeis no escaping the 
pull of this game... 'X \ N: 
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THE STORY SO 

ml 

I couldn't possibly give you 
the entire plot in this review, 
and, even if I could, I wouldn't 
want to spoil it. What I will 
do is sketch out a few details 
to give you an ide^of what is 
going on. 

The lifeblood of the planet 
Mako, energy, is being 
drained by an evil company 
called Shinra. Alongside 
Shinra is SOLDIER, a 
mysterious elite army of 
trained killers. Together they 
made a formidable foe until 
Cloud Strife, ex-SOLDIER and 
Mercenary for hire, joins 
AVALANCHE, the resistance. 
Thejpme sUfJhps you battle 
to d«MyrnWtuge reactors 
that are draining the planet of 
its life; bof soon you find 
yourself embroiled in 
something much deeper, 
bigger and a hell of a lot 
darker. As things spiral out of 
Cloud and AVALANCHE'S 
control, secret plots, genetic 
experiments and ancient clans 
all come into the equation as 
well as a potential love 
story... but you'll have to 
discover that yourselves. 



I won't keep you in suspense and 
make you wait until the end of 
the review to tell you that Final 
Fantasy VII really is the dog's 
bollocks. In fact ifs actually got a 
severe case of elephantitus of the 
DB’s. I may have shot my bolt a 
little early, but I cant help but tell 
you now, in non-canine-anatomy 
terms, this is one of the best and 
certainly the biggest games I have 
ever played. 

If you ignore the hype, you can 
look at Final Fantasy VII and make 
the mistake of simply dismissing it 
as another one of those dodgy Jap 
RPGs. For once, though, the hype 
is justified and you really should 
believe it. If you’ve never played 
an RPG before you’re probably a 
bit wary about taking the plunge 
with FFVII, but I can safely say it's 
like no other game, let alone RPG, 
ever seen before. FFVII is a 
completely new gaming experience 
that not only breaks, but crushes 
up, swallows and spits out the 
mould of all action/adventure/RPGs 
that came before it. So what 
makes it different and why have I 


(against the laws of reviewing) 
labelled it as the dog’s family 
jewels in the first paragraph of this 
review? 

The only thing I can give away 
is that your quest in FFVII is bigger 
than Pammy’s mamaries. It’s so 
huge it comes on three discs. 

There are over 60 hours of 
gameplay packed into these three 
discs, and that’s assuming you do 
everything right first time round, 
and believe me this is nigh-on 
impossible. Getting to the second 
disc is like ascending Mount 
Everest in a Sinclair C 5 with a 
dead battery, and getting to the 
third disc is like flying to the moon 
in a rocket - Stevenson’s Rocket, 
that is. Despite the sheer scale 
and challenge presented to the 
player, it never becomes frustrating 
though. It just pushes you to try 
even harder to get to the next plot 
twist or big ruck. 

Most players see the visuals or 
gameplay as the most important 
aspect of a game, and in most 
cases they would be right. With 
FFVII though, you would be wrong. 
That’s not to say that the graphics 



or gameplay aren’t of the highest 
calibre; they are. It’s just that 
there’s something much, much 
bigger lurking here. I’m talking 
about the storyline which literally 
wipes the floor with almost any 
book or film I've ever seen or 
read; the Bible doesn’t even come 
close to FFVII's plot. 

Like the best films and novels, 
you’re engrossed in FFVII from the 
word ‘go’. The plot unfolds slowly 
for a while, but once you get 
going the twists and turns come at 
you thick and fast, but never too 
much to overwhelm you. The story 
is told via basic interaction 
between the characters and plenty 
of dream sequences and flash¬ 
backs. You learn of the evil Shinra 
Inc's rape of your home world in 
the name of power and greed, and 
the resistance from the Avalanche 
terrorist organisation. Whereas in 
most games the plot stops here, 
FFVII just keeps unfolding. This 
deepest of deep plot lines is 
backed up by some of the 
strongest characters I’ve seen in 
any game I’ve ever played. Backing 
up the characters is the character 
text which is often amusing and 
believable, especially as the odd 
expletive creeps in here and there. 

LITTl€ COMPUTGR 
PGOPLG 

You won’t think of your troops as 




Your first reactor goes up, but you’ve still got to escape. Why not jump onto a moving train? 
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normal game characters such as 
Lara Croft or Mario. Every character 
in FFVII is a person in their own 
right. Squaresoft have designed 
them in the same way a script 
writer would create characters for 
a top film. 

You have eight allies throughout 
your quest, and all have secrets 
and stories to tell. Your friends 
come and go but all develop 
throughout the game. Through the 
different characters’ stories you 
learn about the lives and loves of 
your friends and enemies. The 
tales, told through text and 
visuals, come at just the right 
stage in the game to keep you 
hanging on, wanting more and 
more all the time - which is the 
biggest hook of FFVII. Once you’ve 



Scphiroth- 
Gpitome 
of all evil 
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started on a good session of 
playing the game you find it 
physically hard to put down and 
stop playing. I mean, you wouldn’t 
stop watching Pulp Fiction halfway 
through, would you? Luckily saving 
the game is pretty easy (as long as 
you have a memory card); just go 
out onto the map and you can 
save at any time. This allows you 
to start at the exact position you 
left off, which due to the 
storybook nature of the game 
saves the frustration of going over 
bits you’ve already covered. 

I suppose that could be my first 
criticism really. If you complete the 
game, you may not want to put in 
the effort to go back and do it 
again. But when it takes far longer 
to complete than most other 
games you can’t really complain, 
can you? 

As well as the main story and 
the countless sub-plots, you come 
across a whole host of sub-games, 
missions and tasks. From big bird 
(Chocobo) racing to visiting a 
working amusement park and 
trying out the attractions, you 
won’t find yourself getting tired 
even when the plot does let up for 



a while. You can even breed your 
own Chocobos to race (see box), 
and the effort required in this area 
is as much as is needed in some 
full games I could mention. 

FANCY A RUCKP 

Thankfully, with such a huge task 
to conquer, you are eased into it 
at a pleasant pace. The battles at 
the beginning of the game won’t 
require you to use any magic and 
your enemies are vanquished with 
just a couple of hits. It comes as a 
bit of a shock when you get to 
your first big brawl and end up 
getting your ass kicked. The 
fighting technique is unique in that 
it actually takes place in real time. 
You choose your characters’ 
moves, be they a physical attack, 
magical attack or one of the 
various other strikes, and once 
your character’s recovery time has 
been replenished the move takes 
place. Recovery times are set by 
the attacks used - light strikes 
take virtually no time to repeat, 
but heavy attacks are thrown 
infrequently. 

The moves themselves are 


pk ' 1 




■ —■- ! ■ J—il - 1—fci - 


“...for once the 
hype IS justified 
and you really 
should believe 
it ” 


spectacular. To begin with it’s your 
usual sword slashes and kicks, but 
as you progress you find some 
killer magic and some real ‘arrrd 
bastaad’ moves in the form of 
Limit Breaks. 

This is where the fighting really 
comes into its own. You can build 
your magic up by collecting and 
purchasing magical gem stones 
called Materia. Place the different 
Materia into your weapons and 
armour and the particular ability 
becomes yours. Some of the 
effects procured from the Materia 
are devastating, while others help 
your party out with health cures 
and magic points. All of the usual 
lightning, fire and ice attacks are 
present but you can also do things 
like shrink your enemy or even 
turn them into frogs, lust 



m 
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*Shiva\ one of the many summon spells. This one bombards your foe with diamond dust. 
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remember all of these things can 
be used against you too. 

The most impressive spells can 
only be cast when you have found 
or bought the ‘Summon’ Materia, 
but these seriously diminish your 
magic points. These conjurings 
really do have to be seen to be 
believed. Take the ‘Ifrit’ spell. A 
huge demon rises from the ground 
in a glow of hazy orange. Then a 



close-up of his face, beautifully 
drawn but hideously ugly, shows 
flames spilling from his mouth. As 
the camera pulls out again a huge 
orb of orange appears in front of 
the demon and he fires himself at 
your enemies, leaving a trail of 
flames on the floor as your enemy 
takes a huge amount of hit points. 

I could go on and detail the other 
summon spells, but I don’t want to 
give away too much. 

Using magic is not simply a case 
of loading up your team with 
Materia, though. If you over load a 
character he becomes less 
effective, and each weapon and 
armour piece only has a certain 
number of Materia slots, so it’s in 
your best interest to search out 
new equipment all the time. All 
elements such as this are 



inextricably linked, and at times it 
does get a little complex but the 
overall effect is most definitely 
worthwhile. 

The other unique combat 
feature in FFVII is the Limit Breaks. 
This idea is so logical I’m surprised 
it hasn’t been used before. If your 
team is taking a beating you can 
imagine that tempers are going to 
fray a little, if this happens and 
your limit bar reaches the max you 
can unleash a devastating special 
move which quadruples your 
normal hit points. As you progress 
through the levels, your Limit 
Break moves increase in 
complexity and power, making you 
into a formidable foe if you blow 
your top. One of your team 
members, Tifa, has her own system 
of Limit Breaks which build up a 
combo as the game progresses. To 
get the Limit Break to work you 
have to stop a spinning wheel on 
the word ‘YEAH’ or ‘HIT’. Land on 
the word ‘MISS’, and the Limit 
Break won’t be activated. As Tifa 
earns more Limit Break moves you 
have to stop more spinning wheels 
(up to 7 on one Limit Break) to 
build some extremely destructive 
combos which most enemies are 


FOR MATURE EYES ONLY 



The mildly adult scenes and 
language in FFVII add a 
much-needed sense of 
humour to the proceedings. 
You come across a spot of 
cross dressing, plenty of bars 
and even a hilarious brothel 
scene that almost ends in a 
shag. Thankfully, though, 
your heroes turn up to save 
the girl from a humping 
weeble. The actual storyline 
simply appeals to the more 
mature player because kids 
just wont have the patience 
to sit through it; they want a 
quick fix, and this is 
something FFVII is most 
definitely not. 


The heroes of the game. Avalanche, 
allies who are willing to help out on 


TIFA LOCKH6ART 


Occupation 
RESTAURANT OWNER/ 
HARD BIRD 

Weapon 

HAND TO HAND 


Tifa, a childhood sweetheart of 
Cloud, left her home town when 
her parents died. After setting up 
her restaurant in Midgar, she soon 
met Barret and joined the 
Avalanche team. Tifa’s biggest 
advantage in battle is her combo- 
style Limit Break, but she’s still 
pretty tough at hand-to-hand 
combat. There’s still a certain 
something between 
Cloud and 
Tifa, and if 

right... 


CLOUD STRIF€ 


Occupation 

MERCENARY 

Weapon 

SWORD 


An ex-SOLDIER member, Cloud 
Strife, 21, will take almost any job 
offered to him. At first he’s 
reluctant to join AVALANCHE, but 
he’s soon sucked into the 
adventure as his destiny spirals 
out of control. Cloud is the most 
useful character in your team as 
his magic and physical attack 
capabilities are second to 


A6RIS 

GAINSBOROUGH 


Occupation 
FLOWER GIRL 

Weapon 

STAFF/MAGIC 


Aeris' awesome magical abilities 
come from her past. As the last of 
a clan of ancients, Aeris has been 
hunted by SOLDIER throughout her 
young life. The story behind Aeris 
is integral to the whole plot • as 
she progresses through the game 
her life and destiny become 

clearer. She also 
holds a candle for 
that little stud, 

rimi/l Hut tniill 


BARRC 


.LAC€ 


Occupation 

AVALANCHE HEAD HONCH 
Weapon 

ARM MOUNTED GUN 


Barret is hell-bent on bringing 
Shinra and SOLDIER to their knees. 
He has old scores to settle, but 
having a young daughter, Marlene, 
makes his life more difficult He 
cant bear to leave her because 
this iron man has a heart of gold. 
Barret is most useful on long 
range attacks because of his arm- 
mounted machine gun, but if he's 
full of Materia he loses some of 
his effectiveness. 
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powerless to stop. 

With such an innovative combat 
system, you’re going to want to 
use it against a lot of different bad 
guys. Never, though, could you 
imagine the variety of enemies 
you’re up against in FFVII. It’s 
pretty standard fare for a review to 
give you a boxout or a page 
devoted to enemies in a game, but 
if we were to do this here there 



really wouldn’t be any room for 
anything else. Your foes can be 
anything from mini frog men or 
soldiers to dragons, or any number 
of fearsome monsters and 
machines. All have been drawn to 
the highest standard and the 
animation, as with the rest of the 
game, is top notch. The huge 
number of different baddies makes 
for much more interesting combat 
as you always encounter new 
enemies. 

Some of your foes are 
disposable cannon fodder, but 
every now and again you come 
across an opponent who is 
entwined in the storyline as 
heavily as you and your team. This 
actually brings the combat into the 
plot rather than simply fighting to 
keep you occupied whilst you 


explore the wonderful landscapes 
and environments. 

INTELLIGENT 

CONVERSATION? 

Of course FFVII doesn’t just rely on 
the combat as its main gameplay 
hook. The exploration and 
interaction with other characters is 
just as important as any of the 
battles you endure. You find 
hundreds of different people to 
chat with as you roam around the 
playing area. Not all of them have 
much to say, but it's worth your 
while to be as sociable as possible 
and chat to everyone. Something 
that lifts this section of the game 
above the pretenders is the way 
most of the characters have 
different things to say at different 
times throughout the game, so it’s 
always worth going back to a town 
in search of more information on 
the storyline. This is especially true 
when something big happens. For 
example, early on Shinra destroys 
a whole section of the city just to 
get to the terrorists (Total Recall 
anyone?). The devastation is felt 
across the whole city. Talking to 
other residents reflects this. This 



makes you feel as though the rest 
of the world is actually living, 
even when you’re not around. It's 
like the question of the tree in the 
woods - if the tree falls but there’s 
no one to hear it. does it make a 
sound? Or something. 


“...The 

exploration and 
interaction with 
other characters 
is just as 
important as any 
of the battles 
you endure...” 


start out small but as the game progresses you II meet up with many 
your quest, although some are more reluctant than others. 


VINC6NT 

VAL€NTIN€ 


Occupation 




Vincent, a product of Shinra's 
expeiiments, can be found in the 
basement of Shinra mansion. He 
wont join easily but once he does 
he does you proud. Vincent's only 
drawback is that he is 
unpredictable when angry. He's 
even been known to turn on his 
allies, so be 
careful! 


UT SITH 


Occupation 


FORTUNE TELLER 


Weapon 


MEGAPHONE HANDS 


This huge toy-like creature is 
found at the Golden Saucer 
Amusement Park and joins your 
team after predicting your future. 
He demands he comes along to 
find out if his predictions come 
true, which is lucky for you - he 
makes an excellent ally. His 
physical attacks are strong and 
he can handle Materia 


YUFFI6 KISARAGI 


Occupation 


NINJA THIEF 


Weapon 


KNIFES/THROWING STARS 


At 16 years old, Yuffie has been 
trained in the ancient art of ninja, 
yet she uses her skills to prey on 
weary travellers. When she starts 
on you, though, she doesn't stand 
much of a chance. After you whip 
her she joins your team, but only 
if the conversation goes according 
to her. She is strong mentally and 
physically and her long range 
attacks make her a good character 
to have in your 
team, but can 
she be 


RED XIII 


Occupation 


UNKNOWN 


Weapon 


HAND TO HAND 


Red XIII joins your team after you 
aid his escape at the Shinra lab. 
Although he looks like an animal, 
Red XIII is actually far more 
intelligent than most humans. 
Coupled with his awesome 
physical attacks, this makes him 
pretty hard. 
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The world map is absolutely 
humungous, but luckily you get 
vehicles or Chocobos to traverse it. 
The storyline doesn’t unfold as you 
cross the map, but you come 
across plenty of enemies out for 
your blood. The main part of the 
game takes place in the numerous 
locations, towns, villages and 
cities across the map. Here you 
can visit shops, talk to people and 
take a rest for the night, which, 
incidentally, replenishes your 
party's health and magic points. 
You need to investigate everything 
you come across as there are 
always hidden items and 



characters to find, but the puzzles 
aren’t exactly taxing. You find 
yourself working through them at a 
good pace, not so quickly you 
consider them too easy, but not so 
slow they become frustrating. 

None of this would make FFVII 
one of the finest gaming 
experiences ever if it wasn’t 
backed up by its fantastic visuals 
and excellent sound. I’ve left the 
aesthetics this late in my review 
for one reason and one reason 
only. They speak for themselves. 

It’s as simple as that; just look at 
the screenshots adorning these 
pages. You don’t need me harping 



created by these groundbreaking 
visuals? Am I... I think you get the 
idea. These shots say everything 
about the visual content of FFVII, 
but you can’t actually comprehend 
the amount of scenes we would 
like to have shown you. I mean, 
it’s only an eight-page review. 

The sound is often where a 
game falls down as many software 
companies feel it isn’t important 
enough to spend time and money 
on. Well, predictably, Squaresoft 
have managed to keep the quality 
of the music and effects in FFVII 
on a par with the rest of the game. 
Yes, the sound is shit-hot too! 






“...From the intro, 
you know you’re 
in for a huge 
dose of auratsex 
as the film score 
sound track 
slowly builds 



on about wonderfully-rendered 
backdrops, or the fantastic 
polygonal characters, or the way 
that cut sequences are seamlessly 
blended with the action to make 
you feel that this is one 
continuous adventure and not a 
series of levels and worlds. Do you 
really need me to tell you about 
the huge variety of scenery, or the 
incredible way it's been designed 
and realised when you can see 
that from the screenshots too? I 
mean, am I really needed to tell 
you about the film-like qualities of 
the settings in FFVII or the Silicon 
Graphics or the brooding dark and 
contrasting light atmospheres 



From the intro, you know you’re in 
for a huge dose of aural sex as the 
film score sound track slowly 
builds up to the title screen. When 
the train scene cuts in for a 
second, the roar blasts through to 



really build up the tension and 
excitement until it comes to a stop 
at the station. This is just one 
example of how the sound is used 
to boost the atmosphere and get 
your adrenaline going. 
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Although it sounds like a Spanish 
tapas, a Chocobo is actually a 
large bird that can be ridden like a 
horse. They speed up your 
progress across the world map 
and can be handy in avoiding 
enemies too. Chocobos can even 
be raced, but it's best to get 
yourself a good one before you 
start. 

Actually, getting a good Chocobo isn't exactly 
easy. First you must catch a few, but they appear 
with other enemies which makes your job much 
harder. The problem is that Chocobos scare easily, 
so when you fight the other creatures you need to 
keep the Chocobo busy by feeding it Once you 
have a Chocobo you should take it back to the 


ranch to get Chocobo Bill’s 
opinion on it. 

If he thinks it's any good you 
can take it to the races. Chocobos 
found in warm, friendly climates 
are usually pretty crap, but if you 
visit some of the harsher areas 
you find some better beasts. 

It doesn't stop here though. You 
can race the Chocobos to make 
them champions in their class and then go back to 
the ranch and breed them. If you breed two 
champion Chocobos together and use a certain 
combination of food for them you end up with an 
unbeatable steed for the races. It's a lengthy and 
expensive process but in the end it's worthwhile, 
and great fun doing it. 



You may feel this review has been 
nothing but an advert for FFVII, in 
which case you couldn’t be further 
from the truth. Believe me there’s 
nothing I enjoy more than slagging 
off a game’s bad points. In fact it’s 
much easier to slag a game down 
than sing its praises. The fact is 
though, I really couldn’t find 
anything in FFVII that annoyed me, 
even in the slightest way. Okay, 
there’s the replay factor, but I can’t 
see many people getting to 
experience this for a very long 
time. No doubt we’re going to get 
letters of the *1 completed it in a 
week’ variety, but if you play this 
alongside your social life, rather 
than instead of it, you won’t have 
a problem at all. 

I think it's a little unfair and 
stupid that FFVII is being hailed as 
an RPG because it offers so much 


more than an average game of this 
type could. It successfully blends 
action, exploration, awe inspiring 
visuals and a fantastic storyline. 
FFVII is a law unto itself, a 
separate entity, there is nothing 
like it available and I can’t see 
anything coming for years. 
Hopefully, you’ll heed my words 
and rush out to buy a copy. If you 
don't, you’re missing out on one 
of, if not the best PlayStation 
game to date. FFVII has got some 
serious competition this Christmas 
and it's not going to be an 
immediate blockbuster like Tomb 
Raider 2 . I just hope that enough 
of you see sense and take the 
plunge. 

SAUL 




Second Opinion 


Europe doesn't normally 
welcome RPGs with open 
arms, but no one will be 
able to ignore the FFVII 
phenomena. Outstanding 
visuals, soundtrack and 
storyline make this a 
‘must buy* for any 
PlayStation owner. 

Darren 
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in summary 


Huge, engrossing, innovative, original 
and thoroughly enjoyable. What more 
could you want? Big polygonal tits I 
suppose... 



Here you control Cloud as you take out the enemy bikers in this excellent Road Rash-style section. 
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One of the highlights is mowing down innocent people. 


e verybody has dreamt of 
highjacking the nearest 
high-powered car, driving 
down the nearest pedestrian high 
street, wrecking shop windows, 
scaring OAPs and causing 
thousands of pounds worth of 
damage. Well, I have anyway! Now 
Felony 11-79 gives you the chance 
to do all this and more, without 
the worry of getting banged up for 
a very long time. 

It all starts when you’re hired by 
the entrepreneur, Albert Bookman 
IV to steal three keys. These three 
keys - the Jade Statue, the Golden 
Wing and the Silver Staff - are 
needed to open a chest filled with 
treasures. This is the only 
unopened casket found by the late 
Thomas Samuel, the sixteenth 
century archaeologist, at the site 


of the City of Gold. Bookman has 
given orders to steal the three 
keys at any cost, “disregard the 
law”. 

Felony 11-79 is basically a 
driving game where you drive from 
A to B, causing as much or as little 
destruction as you want along the 
way. Each of the three levels has a 
goal and this must be completed 
within a time limit. If you fail to 
commit the crime and escape 
within the limit, you’re history. You 
also fail if your car suffers too 
much damage or if you 
accidentally end up as shark bait 
by driving into water, for example, 
the sea, a river or a swimming 
pool. 

This is a fun game that’s 
appealing right from the start. 
Driving through streets mowing 
down people, policemen, cats and 
anything else that moves, causing 
millions of pounds worth of 
damage to boot with complete 
disregard for private property * 
heaven. You can plough through 
shopping malls, hotel receptions, 
garages, beaches filled with sun 
worshipers... you think of it. I’ve 
driven through it. There are open 
bridges to jump across, subways 


“...If you fail to 
commit the 
crime and 
escape, you’re 
history!...” 


to drive along, mansions to 
terrorise; it has to be seen to be 
believed. 


The thing which lets Felony 11 * 
79 down is that there’s only three 
stages. There are plenty of hidden 
cars to find, but all within these 
three levels. If the developers had 
offered six levels they would have 
had a huge smash on 
their hands. As it is, 
they have a good game 
which lacks longevity. 

DARREN 


x 


Felony 


From the philosophies 
of Beavis and Butthead, 
Breaking the law is cool! 
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Starting Vehicle! 
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The first of the cars you start with. 
Fast, hard and a lovely shade of 
yellow. 


The second selectable car is an 
average BMW. Just as fast as the DRM, 
but not as tough. 



MORSERO 
to*our 


The third starting car is that famous 
Mini Cooper from the Italian Job * ‘not 
a lot of people know that’. 


The last vehicle before the hidden 
ones is the scooter. Not that fast, but 
still an enjoyable ride! 


Felony 11-73 
has a massive 
EE vehicles for 
you to use in 
your journey 
of destruction. 
You start with 
only four, the 
other eiyhteen 
must be earned 
Who said crime 
doesn’t pay! 




Hidden Vehicle; 
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Complete the Down Town stage and 
this black beauty is yours. 


Completing the first stage also gets 
you this white Honda convertible. 


Complete the sandy Sea Side stage 
and you can get wreckin’ in this light 
grey Audi. 
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Fancy driving the Greyhound bus from 
Speed? Finishing the Sea Side stage 
will fulfil your desires. 


Complete the Paris stage to receive 
this powerful dumper truck. 
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Finish the Down Town level within four 
minutes and you get this black 
Porsche. 
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Commit i million dollars-worth of 
damage in the Down Stage to receive 
the Viper. 
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Completing the Paris stage also gives 
you luxury with this stretched 
limousine. 
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Complete the Sea Side stage under 
four minutes to collect the Celica from 
Sega Rally. 


Complete the Paris stage within four 
minutes and this Lamborghini Diablo 
is yours. 


HORSEPOWER 

IOROUE 

LENGTH 

WEIGHT 



Do 2.5 million dollars in damage on 
the Sea Side stage and you’ll be the 
proud owner of this Lotus. 


Enter the Paris stage and smash up to 
the tune of 2.5 million dollars and 
you get the keys to this lovely 360 . 



Pass through the speed trap on the 
Sea Side stage at a speed of at least 
i 2 omph and you get a top-class dust 
cart. 


Pass through the speed trap at 
isomph and the street sweeper is 
yours. 


Clear the Down Town stage without 
causing any damage Hike to see it), 
and this Fi vehicle is accessible. 
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Clear the Sea Side stage without 
causing any damage to gain the 
piggy’s road hogger. 


If you fancy driving around in a tank, 
then clear the Paris stage without 
causing any damage. 


You find the remote control car in the 
shops of the Paris stage, against the 
left wall by the cash registers. 


As soon as you start 
playing Felony 11-79 you 
start thinking a life of 
crime wont be that bad. 
Causing obscene amounts 
of damage to other 
people's property may be 
wrong, but it's bloody 
good fun. Try it one day, 
you’ll be surprised! 
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in summary 


A good game, but could be bigger. 
Small, but perfectly formed. 
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P andemonium was a surprise 
hit when it was released 
late last year. It even gave 
the much-hyped Crash Bandicoot a 
run for its money. The Pseudo-3D 
graphics tricked a few into 
thinking they'd bought a true 3D 
platformer, but even so ifs still 
one of the best platform games for 
the PlayStation today. 

This time around our heroes, Nikki 
and Fargus, are caught in a race to 
stop the evil Queen of Lyr from 
capturing the magic powers of the 
Comet of Infinite Possibilities. Both 
characters have grown a little as 
Nikki is now a voluptuous vixen 
and Fargus has become even more 
crazed and out of control. 

If you forget the new storyline, 
Pandemonium 2 is basically just 
another instalment of the original 
game. Obviously Crystal Dynamics 
have a strong faith in the 'if it ain’t 
broke, don’t fix it* maxim, and 
Pandemonium certainly ain't broke. 
This does make me a little cynical, 
though, because it seems nobody 
has made an effort to improve the 
jump-and-run gameplay of the 



original game. Improving on 
Pandemonium’s graphics and 
gameplay was always going to be 
a hard task for Crystal Dynamics, 
which is why they’ve opted to 
keep most of it pretty close to the 
original. This isn’t to say there’s 
nothing new in the gameplay, 
though. In fact there’s plenty of 
new stuff, but nothing that 
drastically changes it from the first. 

Most of the change is in the 
level design, which is, to say the 
very least, devious. All of the 
levels, of which there are 20. have 
multiple paths and secrets which 
make the game extremely large. 
You won’t see everything on a 
level the first time around, so 
unlike many other platformers, 
Pandemonium 2 has a high replay 
value even once it’s completed. 

The puzzles aren’t exactly tough to 
work out; the challenge comes in 
the execution. Quite a few puzzles 
have you hitting a switch which 
opens a door somewhere else on 
the level, and you have to reach it 
in a certain time. Most of the time 
you must make pixel-perfect jumps 
and manoeuvres to reach the door. 
Get something wrong and watch in 
agony as it slams shut in front of 
you. Other puzzles involve 
collecting keys to open doors as 
normal, or moving objects so you 
can reach a particular ledge. You’re 
usually herded in the right 
direction to collect keys, so you 
won’t spend hours and hours 
wandering the level trying to find 
them. 

The fact that you’re never left 




wondering what to do next goes 
some way to making 
Pandemonium 2 as fast and hectic 
as it is. Your characters move at an 
astonishing speed, especially when 
you jump onto one of the many 
slides found in nearly all the 
levels. At times you wander how 
the camera manages to keep up 
with the action, as it's constantly 
panning to different angles in an 
attempt to give you the best view 
of the fun. This does cause a 
problem when the camera pulls 


“...Improving on 
Pandemonium’s 
graphics and 
gameplay was 
always going to 
be a nara 
task..." 


out too far and your character 
becomes just a pixel on the 
screen, causing a great deal of eye 
strain. 

Getting through a level isn’t just 
a case of jumping from platform to 
platform and avoiding numerous 
baddies. You have to scale huge 
towers, hang from handrails miles 
above the ground, negotiate the 
insides of huge machines, dodge 
electrical explosions, jump onto 
bouncy mushrooms, stand on 
lightning balls and even drive a 
tank. That’s just off the top of my 


head. There’s much more, but we 
haven’t got the space to tell you. 

You also come across a plethora 
of new enemies, most of which 
can be taken out with a simple 
jump on the head but others 
require more devious tactics. 
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Thankfully there are power-ups 
dotted around the levels giving 
you a helping hand sorting out the 
bad guys. 

FANTASY LANDS 

All this action takes place in 
some of the most weird and wacky 
environments yet seen in a 
PlayStation game. As you can see 
from the screenshots. 
Pandemonium 2 is extremely 
bright and colourful but what you 
can’t grasp until you see the game 
in action is how wonderfully 
psychedelic the whole thing feels. 
Hippies all over the country are 
going to forget about going to 
Wales for the mushroom season 
this year. They can now get the 
same effect from a dose of 
Pandemonium 2 in the comfort of 
their own squats and not a dirty 
field in the Black Mountains. In 
fact, once the authorities find out 
about the mind-bending effects of 
Pandemonium 2 they’ll ban it 
faster than you can say mushroom 
broth... 

Okay, not all of the levels have 
this feel. Some are set in 


woodlands or in factories and 
industrial areas, but all are equally 
intriguing. The level of detail in the 
backgrounds and scenery is 
second to none, so much so that 
it’s a shame the game runs so fast. 
You end up missing out on some 
of the best bits. 

The variety of the game means 
you always want to see the next 
level, even if it means playing into 
the early hours. Like 
Pandemonium, Pandemonium 2 is 
very hard. It’s not just a case of 
losing one life on one section, 
then learning how to do it. It’s a 
case of losing five lives on one 
jump because you can’t get the 
speed right, or losing all of your 
lives on a boss because he’s so 
damned tough. Pandemonium 2 is 
a game that requires skill and not 
just knowledge of what happens in 
a level. Some of the slide sections 
are the epitome of nasty level 
design. You have to take massive 
leaps onto small ledges, jump 
through special rings to avoid 
plummeting to your doom and 
avoid all sorts of nasty traps and 
tricks; all at a lightning speed. 
Sometimes it becomes too fast 


and you’re left wondering whether 
anything is actually under your 
control. 

A new feature for Pandemonium 
2 are the mini bosses you come 
across as you progress through the 
game. They come as a surprise as 
you don’t know when to expect 
them or even what to expect. The 
first is an extremely bizarre stick 
man who looks like he’s out of a 
Tim Burton movie. That’s to say 
pretty odd. To dispatch him you 
have to use the trampolines to 
jump up on his head and wear his 
energy down. It's not a 
revolutionary concept, but this sort 
of thing is a nice diversion from 
the rest of the game. 

There are four main boss levels 
throughout the game, and 
although the first is pretty easy, 
the rest have you pulling your 
pubes out. For instance, the third 
boss is a huge robot looking just 
like Boba Fett from Star Wars. You 
start in a shooting range which 
should give you an idea of what to 
do. A gun fires a huge silver 
cannonball which you must collect 
in your own gun, then fire it back 
into the screen. You need to use 
Up and Down and the shoulder 
buttons to direct and return the 
shot to hit the targets and get 
onto the boss level proper. Once 
there you find yourself on the back 
of a huge tank moving at high 
speed. The boss is chasing you 
and as he fires his cannonballs 
you have to aim them back at him. 
Miss a cannonball and one of the 
support beams holding you on the 
tank breaks. Once they’re all 




broken it’s ‘bye bye’ as you 
plummet to the floor and explode 
in spectacular fashion. It takes 
most players ages to get past this 
boss and becomes very annoying, 
but because it’s such a unique 
concept you don’t really find 
yourself getting pissed off with it. 

SMASHED PAD!? 

Even though the game holds a 
massive challenge, it seems to 
have been set so you never get 
annoyed. At times you lose all your 
lives on one section time and time 
again, but instead of attempting to 






TH6 HATG TANK As I’ve already said the gameptay is basically the same as the original Pandemonium 
but there are a few surprises waiting, one of which I’m about to totally ruin for you... 

The Hate Tank level starts off with you pegging it away from a huge robot but as you turn a corner you’ll see a tank just 
sitting there doing nothing. Jump into the tank and you’ll be transformed from a pathetic coward who was last seen running 
away, into a General Patten type, with a huge amount of fire power to hand. Once the robot is dealt with you’ll have to 
» make your way through an extremely perilous level in your newly found battle bus, which 

is easier said than done. You’ll have to deal with robotic enemies and some precariously placed gun emplacements. Luckily 
though, the tank’s gun turret is completely movable by using the shoulder buttons and up and down on the joypad. 
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dismantle your joypad with a 
heavy thwack on the wall you 
actually find yourself more 
determined to overcome the 
problem. 

Nikki or Fargus have to attempt 
each level in a slightly different 
manner. Nikki is a much easier 
character to play as she has a 
double jump. This allows you to 
reach parts that Fargus can’t, so 
you can traverse a level much 
faster. I suggest you play the game 
through with Nikki, then when you 
feel confident of your skills, go 
back and try it with Fargus for 
even more of a challenge. Both 
characters can now cling onto 
ledges which makes some of the 
jumping a little easier. Also, Fargus 
has a new controllable missile 
weapon called Sid the Magnificent 
which is great fun to use. 

The sound in Pandemonium 2 
doesn't give you an aural orgasm, 
but it definitely does the job. The 
amusing intro scene is backed up 
with some good speech and a 
thumping sound track. However 
the music is pretty sparse 
throughout the rest of the game 
and when it does appear it’s more 
of that wicked jungle techno from 
the intro scene. The sound effects 
are plentiful, though, and your 
ears are entertained with quirky 
little noises throughout the game. 
You can’t really expect a lot more 



Second Opinion 


Pandemonium 2 follows 
the original closely, but 
the many new visual 
effects keep the brain 
interested • especially 
Nikki’s new assets. Huge 
game, but a bit linear 
compared to jersey Devil 
and even our old friend 
Crash 2. 

Darren 


from a platformer. 

The only major criticism with the 
original Pandemonium is that it 
was hailed as a 3D game when it 
was actually only a 2D offering 
with 3D scenery. This annoyed 
plenty of people at the time, but 
with the second instalment we 
know what to expect. They can call 
it a 4D smellovision game as far as 
I’m concerned. We know it’s 
basically a left to-right platform 


“...A new feature 
for 

Pandemonium 2 
is the mini 
bosses you find 
as you progress 
through the 
game, you don’t 
know what to 
expect...” 


game with a neat visual twist that 
plays faster than your first trip to 
the toilet after ten pints of Stella. 

The inventive and solid visuals 
back up some of the most intense 
platform gameplay we’ve seen in 
ages; well since the original 
Pandemonium to be precise, and 


although the basic premise hasn’t 
been altered since then. 
Pandemonium 2 does have more 
to offer. The level design is about 
as evil as it gets and the challenge 
is up there with the toughest of 
games. If you haven’t already 
grasped it from this review. 
Pandemonium 2 is fast and in my 
eyes, maybe a little too fast. If 
Crystal Dynamics could have kept 
the speed down a little then the 
player would be able to take in 
more of the excellent scenery and 
backgrounds and even felt a little 
more in control. This isn’t enough 
to kick the game down, though, as 
over all it's pretty superb. My 
initial moan was that the gameplay 
hasn't changed a great deal, but if 
it changed too much it wouldn’t be 
a Pandemonium game. Enough 
new elements have been added to 
make this a worthy sequel. On a 
final note, the loading times that 
dogged the original so badly have 
been drastically reduced. 

Pandemonium 2 isn't the best 
game you'll ever play but it’s 
definitely worthy of your money 
this Christmas, as long as you’re 
prepared for one of the toughest 
and fastest platform games you’re 
likely to play in years. Or at least 
until Pandemonium 3 
arrives. 

SAUL 
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in summary 


Fast, challenging and fun, just what a 
platformer should be. 
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Cocaine and French tarts 


heaven! 


S trangely enough, this is the 
sequel to last year's 'point 
and dick' animated 
adventure. Broken Sword • Circle 
of Blood. It leaves the original 
Templar and their ancient 
treasures storyline to follow the 
South American Mayans, a 
mysterious civilisation that 


disappeared without trace. The 
Mayan tribes apparently lived their 
lives in tune with the stars, which 
they predicted the end of the 
world from, and believed huge 
disasters stemmed from eclipses 
of the sun. 

The story starts with the short- 



A lovely scene depicting your death. This grab was 
taken after trying to deliver a pizza to Pablo instead of 
pretending to be a policeman. On telling you olives 
were the devil’s shit, he shoots you dead - nice guy. 


skirted Parisian beauty, Nico, being 
kidnapped by the drugs baron 
Karzac. She’s been trying to 
uncover Karzac’s cocaine 
smuggling operations by acting as 
a buyer, but instead of receiving 
drugs from Karzac’s Parisian 
courier, she received a Mayan 
Stone. Professor Oubier, a Mayan 
archaeologist, has discovered 
many Mayan artefacts in Central 
America and has pieced them 
together to discover the Mayan 
prediction of the end of the world. 
Oubier is a cocaine addict, so 
when Karzac, a cocaine smuggler, 
discovered the secrets of Oubier’s 
findings he used Oubier's addiction 
to control him. If you understood 


all that, great. Also worth noting is 
that Karzac wants to bring the 
world to an end, but needs certain 
artefacts to do so. 

You start your quest as the 
smooth Yankee tourist George 
Stobbart, Nico’s ex-boyfriend. He’s 
with her when she’s kidnapped at 
the start. Unlike the first Broken 
Sword adventure, you don’t control 
George while Nico follows like a 
lost sheep. You spend the first half 
of the game as George rescuing 
Nico, then once rescued the couple 
split up to undertake certain tasks. 
The game then cuts back and forth 
from George to Nico, with you 
controlling both. They each play an 
active role in solving the Mayan 
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mysteries. 

The sequel looks just as good 
as the first offering. Five layers of 
parallax give the 2D environment 
that 3D look. The backgrounds are 
brilliantly drawn and the animation 
is as good as any Saturday 


morning kiddies’ cartoon. 

THE FRENCH 
CONNECTION 

Some of the puzzles are bloody 
hard, some are frustrating, but 
unfortunately most are just too 
obvious. In one scene, George 
arrives in Marseilles and has to get 
past the harbour master and his 
dog. Luckily for George a nearby 
hut has a trapdoor and a chimney, 
and a dog biscuit inside it. George 
walks around the back of the hut 
and finds a bottle filled with water 
(you see the harbour master open 
the trapdoor and throw the bottle 
out when you look into the 
window). The water inside can be 
used to cool the chimney to allow 
George to pull off the grate, letting 
him slip the bottle inside. This 
blocks the chimney and fills the 
hut with smoke, choking the 
Harbour Master. George then nips 
back around the back of the hut, 
up through the trapdoor, grabs the 
doggy biscuits and then feeds 
them to the dog to distract it to 
allow George to throw him into the 
water. George hops it over the 
fence and onto the next scene. It 
might sound difficult when reading 
it, but when you see the scene on¬ 
screen everything is clear. Even if 
you go up through the trapdoor 
when the harbour master’s still in 
the hut, he farts and the smell 
knocks George back down through 
the trapdoor before the harbour 





“...it looks just 
as good as the 
first...” 


master sees him. You can save the 
game whenever you want so there 
should be more life or death 
situations, eg. entering the hut via 
the trapdoor when the Harbour 
Master’s still in there should get 
you caught. 

Loading times seem to have 
improved from the original, but the 
length of time taken to solve the 
puzzles is less, making the 
lifespan of the game shorter. Much 
of the dialogue is witty and in 
some situations you’re drawn to 
ask people questions just to hear 
their reactions, not to help you on 
your journey. 

Broken Sword 2 looks great. 
George and Nico travel from 
France, to London, the West Indies 
and into the deepest jungles of 
Central America on their quest to 
find the keystones. It 
could have been a little 
harder, though. 

DARREN 



Second Opinion 


If you were into Circle of 
Blood then The Smoking 
Mirror wont disappoint. It 
looks wonderful, but, as 
Darren has mentioned, the 
puzzles don't seem as 
taxing as the original. 
Nevertheless, it's still very 
enjoyable. 

Saul 
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recently 
found myself 
running up the 
high street 
bouncing off 
peoples bonces and 
spinning through shop 
windows, much to the 
dismay of the Poole 
Retailers' Association. I 
put it down to my constant 
craving for Crash 2... 


C rash Bandicoot was 

supposed to herald a new 
era for the age-old and 
extremely tired piatfrom game. 
Unfortunately, it didn't quite live up 
to the massive hype that 
surrounded it, though it was still 
well received by the masses, 
op selling 1.5 million copies worid- 
3 ) wide. It was the visuals that sold 
it, as they were pretty stunning to 
say the least. The game was 
dogged by a few fundamental 
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flaws though; it wasn't long 
enough and it was very samey. 
The gameplay was fun but there 
was too little of it to hook the 
seasoned PlayStation gamer. 
Hopefully then Sony have sorted 
out these problems for the sequel. 
Cortex Strikes Back. 

After defeating Doctor Cortex at 
the end of the first game we join 
Crash relaxing on the beach with 
his sister. When her lap top 



batteries run out she asks Crash to 
go and get her some new ones, so 
off he trots to the 7-11. On the way 
our hapless hero happens upon a 
deserted temple and he decides to 
have a look inside. This is where 
the game starts proper as a 
hologram of Dr Cortex appears, 
asking for Crash's help. Being a bit 
gormless, he stupidly agrees. You 
now have to find 25 crystals, one 
from each level, for Dr Cortex's evil 
plan. 


Each of the levels can be 
reached from the temple, but only 
five are operr to you on each floor. 
Once you've collected all five 
crystals on a floor you jump onto a 
lift and head up to the boss level, 

- those who’ve played the first 
game will be familiar with some of 
the big baddies. Defeat the boss 
and it’s onto the next floor of the 
temple and another five levels for 
you to attempt. The levels on a 
floor can be taken in any order 
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Bandicoot 




and you can leave in the middle of 
a level if you need to save or 
things are getting too tough. You 
always have to go back and 
complete it before you leave the 
floor though. 

The levels on the first floor of 
the temple are pretty easy, but any 
preconceptions you've had about 
this being a kiddies’ game are 
soon dashed when you hit the 
next few floors of the temple. 

There are about five different 
types of level, and they vary 
greatly in layout and design. For 
instance, on level 15, Un-Bearable, 
instead of being chased down the 
path by a huge boulder as in 
earlier levels of this style, you’re 
pursued by a giant polar bear. 
You’re running into the screen as 



this polar bear comes hurtling after 
you and you only have a split 
second to avoid the oncoming 
obstacles such as holes, fences 
and electrical barriers. All of these 
are fatal if you get them wrong. 

You even run alongside deadly 
reptiles, which can make things 
extremely hairy. 

FROSTY 

My favourite levels are the 
snow-based stages which usually 
involve you riding a small polar 
bear into the screen at a great rate 
of knots. You can hit Ri for an 
extra burst of speed, which sends 
you careering off into the screen in 
a hilarious fashion. Along with 
pixel-perfect jumping you need to 
avoid metal girders being lifted by 
Eskimo-type characters and 
negotiate some extremely 
hazardous ice patches as well as 
dodging plenty of weird and, dare 
I say it. wacky creatures. 

Of course there are some more 
down-to-earth levels, as we’d have 
a racing game on our hands if the 
entire game was like this. The 
basic platform levels are no less 
intriguing though. The good thing 



“...any 

preconceptions 
you’ve had about 
this being a 
kiddies' game are 
soon dashed 
when you hit the 
next few floors of 
the temple..." 


about platform games is the 
designers don’t have to rely on 
any type of realism. This means 
that they can go wild when it 
comes to inventing baddies, and 
the designers of Crash have taken 
this to extremes. 

You come across Bandicoot¬ 
eating plants, electric eels, flame 
thrower-toting workmen, kamikaze 
penguins and a mass of animals 
from spiky porcupines to deadly 
rats. There’s a plethora of enemies 
for you to overcome, and most of 
them can be taken out with a 
simple jump to the head or one of 
Crash’s trademark spins. All of the 
characters have been exquisitely 
drawn and the variety never 
ceases to surprise, just when you 
think you’ve seen all that the 
designers can throw at you, out 
jumps another peril, like killer 
bees or men with sledgehammers 
just waiting to beat Crash to a 
pulp. 

It’s not just the baddies to 
watch out for though, just as 
much, and at times even more 



danger comes from the general 
hazards around a level. These 
could be a series of tricky jumps, 
collapsing platforms or some Nitro 
and TNT crates directly in your 
path. Getting through all this is 
headache enough, but when you 
have to jump some exploding 
crates, spin through a baddy and 
then slide under an electric beam 
all in one go, things start to get 
really tough. 

You even have to think about 
how to smash the crates that 
contain apples and other helpful 
items. For instance, some crates 
give you up to ten apples if you 
repeatedly bounce on them, but if 
you spin through them you only 
get one. If you collect a hundred 
apples you’re awarded an extra 
life. You also find nitro crates 
hidden behind normal ones, but 
usually it's too late to do anything 




























H-ratedcas*) 



about it as you watch Crash go up 
in a puff of smoke. 

Getting through all of this would 
be damn-near impossible if it 
wasn’t for the extra lives scattered 
everywhere. You can even enter a 
bonus area (every level has one), 
get yourself three or four lives 
then go back to the temple and 
save your game. If you do this 


repeatedly you can store up a 
ridiculous amount of lives, making 
even the toughest sections in the 
game much easier. Despite the 
challenge that the game sets, it's 
relatively easy to complete if you 
spend time collecting plenty of 
lives and saving your game, which 
is a bit of a shame because Crash 
would be one of the hardest 


platformers around if it wasn’t for 
this. It doesn't take too much 
enjoyment away, but when you 
complete the game sooner than 
expected you may feel a little 
short-changed. Don’t worry, though 
• the replay factor of Crash 2 is 
very high. Because there are 
usually about five levels open to 
you at a time, the game takes a 
non-linear approach, meaning 
there’s loads of routes you can 
take to complete the game. Also, 
you won’t see everything a level 
has to offer first time around as 
there are bonus tasks for you to 
complete such as hitting all of the 
question-marked crates to give you 
a surprise at the end of the level. 

€YG CANDY 

Crash 2 follows the same 
graphical lines as the original 
game, though the variety of 
scenery and the lushness of the 
colours has been vastly improved. 

It looks 3D. but you haven’t the 
same freedom of movement found 
in jersey Devil. 

I was really impressed with the 
visuals on Pandemonium 2, but 
I’ve got to say that Crash 2 looks 
far better. The graphics are so 
solid, and there's absolutely no 


“...the variety of 
scenery and the 
lushness of the 
colours have 
been vastly 
improved... 


clipping or glitching whatsoever. 

All the characters have been 
brilliantly designed and realised, 
and the animation is very smooth. 
There are also loads of neat little 
graphical touches such as Crash’s 
little dance every time he 
completes a level or the way he 
swells up when stung by a killer 
bee. This sort of thing is bound to 
please the younger audience, 
although it does start to grate 
after a while, especially that 
dance. 

Complementing the cool visuals 
is an extremely quirky sound track. 
The music and sound effects are 
suited perfectly to this type of 
game. The music ranges from 
videogame techno through to 
jungle drumming, and there's a 
glut of smart sound effects for 
everything that goes on on the 



CRASH - SKI 



Some of the most entertaining and tricky levels are the ones where Crash gets to ride a Jet Ski up the river. Here 
you must avoid floating mines, man-eating plants and very powerful whirlpools that suck you in if you get too close. 
You also have to use ramps to jump over barriers. Controlling the Jet Ski is pretty difficult at first because it never 


comes to a stop. This makes it pretty hard when timing your ride through some of the trickier sections. Luckily the Jet 
Ski has a turbo which gets you out of trouble. If you use the turbo on a ramp, Crash performs a daredevil flip which 
* doesn't help in any way but looks excellent. 
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“...Some of the 
levels swap 
between the 
behind-Crash 
view to the side- 
on view, which 
makes for some 
interesting play, 
especially as you 
can still walk in 
and out of the 
screen when you 
are on the side 
view...” 


screen. 

The camera angles are basically 
the same as those in the original 
game, though the side-on view is 
used much less. In fact the side 
view is usually only used on the 
bonus levels, though it does 
appear at other points in the 
game. Some of the levels swap 
between the behind-Crash view to 
the side-on view, which makes for 
some interesting play, especially as 
you can still walk in and out of the 
screen when you are on the side 
view. This does make things tricky 
though, which is where the new 
analogue pad comes in. Unlike 
most other games where, when the 
analogue pad is switched on the 
D-pad is useless, Crash 2 actually 
allows you to swap between 
analogue and digital immediately 
without any button presses. This is 
absolutely essential because the 
analogue pad becomes ridiculously 
tough to use on some levels, but 
is essential on others. 

The same goes for the D-pad. 
After a while you find yourself 


Second Opinion 


The gameplay has been 
taken up a level with the 
inclusion of loads of new 
features, such as the let 
Ski levels, and the 
graphics are top notch. 
One of the better 
platformers available. 

Darren 


instinctively changing between the 
D-pad and analogue, which makes 
the gameplay very smooth. If you 
haven’t got an analogue pad 
though you have to rough it out 
with the D-pad. It can be done, 
but it makes things much tougher 
and, in my opinion, nowhere near 
as enjoyable. 

NEW MOVES 

For his second game Crash has 
been given a number of new 
moves to learn. Rather than just 
being there to beef up the game 
though, these moves actually have 
to be mastered to get through. 
Crash has a number of new jumps 
which can be utilised by holding 
Ri and pressing the jump button. 
For instance, if you hold Ri first 
then press jump, Crash will 
perform a mega high jump. 
However, if you press jump first, 
then Ri whilst Crash is in the air 
he performs a belly flop which can 
be used for crushing some of the 
stronger crates. If you press Ri 
without pressing jump Crash will 
crouch allowing you to get through 
low passages, pressing Ri and a 
direction will make Crash do a 



devastating foot slide that can be 
used for a number of different 
things. These new moves do make 
the control a little more 
complicated, but not enough to 
become annoying. 

I must admit I wasn’t really into 
the original Crash Bandicoot game, 
and I wasn’t particularly looking 
forward to reviewing Crash 2. After 
just a few levels, though, my 
opinion had changed drastically 
and I have been glued to the 
screen ever since. The variety, be it 
in the levels, gameplay or 
characters, is excellent. Admittedly, 
there are only about six different 
scenery types but all of the levels 
are different enough, so things 
never get boring. The different 
types of gameplay, be it running 
from a huge boulder, jockeying a 
polar bear through the icelands or 
simple jump-and-run platforming, 
are all perfectly executed. You 
really couldn’t ask for more. It’s 
also bloody huge, which makes 
the fact that lives are so easily 
won extremely frustrating. I mean, 
it's not as if you miss a few lives 
on purpose is it? If you see them 
you collect them, but in the end 
this only cuts the longevity of the 




game down. 

Crash Bandicoot 2 is bound to 
sell a huge number of copies this 
Christmas and unlike the first 
game, rightly so. It’s one of the 
best platformers I’ve played in 
years and even if you’re into the 
more mature style of game. I’m 
sure that you’ll find Crash 2 
extremely enjoyable 
and, most importantly, 
great fun. 

SAUL 
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Sheffield, 
the home 
of football? 



F ootball sims come and go. 
Life wouldn't be the same if 
one didn't pop up every 
couple of months or so. Well, 
Gremlin are launching Actua Soccer 
2, strangely enough the sequel to 
Actua Soccer. Can it stand out from 
the crowd? 

Let's start with the famous faces 
on the box and in the game. Alan 
Shearer has been collared, 
probably for a lot of cash, to be 
the overseer to ensure, as the 
press release says, ‘realism levels 
never flounder and all the in-game 
tactics and playing systems 
emulate their real-world 
oj counterparts'. Michael Owen, the 
scouse wonderboy, has been 
employed to do all the motion 
capture duties, with Sheffield Utd's 
goalie Simon Tracey doing all that 
catching and diving stuff little 


Mikey couldn’t handle. The 
commentary is undertaken by 
Barry Davies and Trevor Brooking. 
There are 64 current international 
teams with correct players and 
kits, ranging from England through 
to San Marino. 

Let's start with a few pluses. 

The game features an editor that 
allows you to save up to 24 
custom teams to a memory card. 
It's not just a simple case of 
changing the players’ names from 
one of the original teams either. 

The editor allows you to save a 
team with two goalkeepers, six 
defenders, six midfield and six 
attackers. The team you start to 
compile has a certain amount of 
attribute points at its disposal. 
These can be shared out between 
the twenty players, depending on 
the position they play. The 
attributes consist of control. 



tackling, shooting, speed, heading 
and passing. As well as fine-tuning 
every player on your team, you can 
determine their height, weight, 
skin colour, and preferred kicking 
foot. Gremlin have also included a 
kit editor within the Team Editor 
itself. Here you can create any 
strip you like, changing the colour 
and pattern of the shirt, shorts 
and socks. There’s red, green and 
blue switches that allow you to 


make any colour, using a kind of 
mixing palette. A selection of 
patterns such as plain, halves, 
hoops, stripes, checks and Ajax are 
also available. Thus, even though 
Actua Soccer 2 only has 
International teams, you could use 
the customised slots to hold the 
entire Premiership. Or even, as 
Steve McKevitt (Gremlin PR 
Manager) showed us, input a 
dodgy team like Wigan Athletic. 

Next on the *we like it* list is the 
commentary. This is the best we've 
heard on any footie sim. There’s 
half-time descriptions of the match 
by Trevor Brooking that actually 
describe the first half’s play very 
well. But what really amazed us 
were the goal descriptions. After a 
goal is scored, replays from 
various angles are shown as *my 
mate' Trev, in his own special way, 
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Sometimes when the ball has been kicked out of play, or the goalie is placing the 
ball for a goal kick, stats of the player that last touched the ball are shown on the 
screen. These include shooting, passing and tackling. 


Instead of player selection, Actua 
Soccer 2 demands you hold the Ri 
button if you want you to keep 
control of a player, instead of 
changing to another. This leads on 
to the next grumble, tackling. As 
you can’t change player, you’re 
always waiting for the CPU to do it 
for you, or running away from the 
action to make the CPU change to 
the player nearest the player with 
the ball. Tackling becomes sloppy 
and fouls are easily committed. 
This ‘change player* business also 
plays havoc when defending 
corners and free kicks, as you can’t 
move a player to mark the geezer 
selected by your opponents. 

It might sound like I’m giving 
the control method a good 
slagging, but despite its faults, 
overall it’s good and still very 
playable. 

Graphically the game has some 
very nice touches. There are 
twenty great looking stadiums to 
play in, each recreated from the 
real thing. The usual weather 
conditions are available, but again 


“...twenty great¬ 
looking stadiums 
to play in. all 
recreated from 
the real thing...” 
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in summary 


Realism is the name of the game! 


describes the action. When you 
first hear this it’s hard to believe 
it's true. The descriptions of the 
goals are exact, and they last for 
about 30 seconds. As there’s 
hundreds of them you’re unlikely 
to find one repeated, let only 
remember it. 

CONTROL FREAK 

Enough about the gimmicks, 
let's talk gamplay. The control 
method is good, but there are a 
few flaws. You can’t select a 
player; instead the CPU does this 
for you. Player selection in a 
football sim is a ‘must have’ for 
me - this small, somewhat 
insignificant feature makes passing 
and tackling easier and more fluid. 


Second Opinion 


We've reviewed two soccer 
games this issue and it's 
easy to see which is the 
better. Actua Soccer 2 is 
actually pretty good with 
decent gameplay, good 
visuals and excellent 
commentary whereas 
Power Soccer 2 has none 
of the above. 


au* 


added touches like footprints in 
the snow add to the realism. The 
players themselves are created 
from polygons, and players such 
as Dave Seaman are easily 
recognisable. 

Gremlin have placed enough 
extras and realisms in the game to 
overshadow the slightly dodgy 
control method. Some footie sims 
are obviously crap as soon as you 
boot them up, but Actua Soccer 2 
is likeable from offset. 

You’re compelled to play 
it again, which is half 
the battle. 

DARREN 


extreme PlayStation #1 • Dec/ Jan 1998 
































































The Legend Lives On! 

This winter sees the release of several 3D platformers for was able to run around his 3D world, but it didn’t take long 

the PlayStation. To quote that crappy old saying, ‘It’s like before people coined the word 2.5D and labelled him 

waiting for a bus; you wait for ages and then three come accordingly. Now Crash and Pandy have established 

along at the same time*. Ocean’s Jersey Devil, Fox themselves as the ‘new breed* of platformer, can the likes 

Interactive’s Croc and Crystal Dynamic’s Gex; enter the of Jersey and the new boys compete and steal some of 

Gecko. Crash tried to fool the masses that he their limelight? 
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A s soon as you boot up 

Jersey Devil, you know ifs 
going to be something 
different. The intro sequence is 
basically a full-on cartoon, well up 
to the Saturday morning 
standards. This cartoon introduces 
you to the main characters - Jersey 
himself. Doctor Knarf and Dennis 
the Pumpkinhead. It starts with 
Dennis finding the baby Jersey 
while out rummaging through the 
vegetable patches. He's taken back 
to Knarf for experimentation, but 
as Knarf is out buying new 
scalpels, Jersey proceeds in 


causing havoc in his laboratory 
and finally destroying it Many 
years later, after the devil's 
escape, Dr Knarf and his sidekick 
Dennis cause mayhem throughout 
the city streets of Jersey with their 
army of mutant pot plants and 
vegetables. Jersey has taken it on 
himself to spend each night 
chasing the threatening Knarf and 
his slave, Dennis. 

As you kick into the game you 
notice straight away there are 
icons and numbers in each corner 







of the screen, linking up to 
collectable objects. Firstly, depicted 
in the bottom left-hand corner, are 
the 'K' boxes. Each world has 25 
of these boxes spread around it. 
Each time our purple friend finds 
and smashes one, it's deducted 
from the total. If you’re lucky 
enough to collect all 25 special 'K* 
boxes, you get a power-up to use 
against the end-of-level boss, 
usually Dennis. On finishing a level 
with the power-up, you notice the 
'power level’ number in the bottom 
right corner has gone up by one. 
This shows Jersey can now enter a 
hidden world; if you can find it! 
These are spread through the city 
streets, and can be accessed at 
any time as long as you've got the 
corresponding ‘power level’ point, 
so theoretically you could leave all 
the hidden worlds to last. Access 
to the hidden worlds ranges from 
smashing statues to revealing a 
hidden passage, or maybe jumping 
onto a spacecraft that has crashed 
into the city’s water fountain. 

Other objects that JD must collect 
are pumpkins hidden in unmarked 
crates throughout the level. If you 
collect a massive one hundred 
you’re awarded an extra life. The 
last icon on the screen is Jersey’s 
tail. This represents the number of 
lives available to him. These tails 
are increased, not only by 
collecting pumpkins, but also by 
finding l-ups hidden around each 
world. They’re not particularly hard 
to find and there are plenty of 
them, but making sure you find all 
of them is essential as the game 


gets very difficult. 

Each of the worlds is split into 
smaller levels. To pass from one to 
the next JD must find five special 
crates, each containing a letter • 

*K\ ‘N’, ‘A’, *R\ 'F* - and if for some 
strange reason you hadn’t noticed, 
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the letters spell out the Doctor’s 
name. On collecting the last letter 
you’re given a key to access the 
door to the next part of the world. 

THOS6 LITTLE 
TOUCHES 

On his pursuit, JD comes up 
against many of KnarPs mutants. 
The first world sees pumpkin men 
growing out of the ground as you 
walk over them. These are very 
well drawn and animated, and are 
accompanied by excellent cartoon 
sound effects as they squeeze 
their bodies out of the ground. 
These strange characters throw 
cherry bombs at ID, and if they’re 
lucky enough to get a direct hit. 


“...Jersey Devil’s 
main selling 
point is the fact 
it is ‘free 
roaming'; he can 
run wherever he 
likes..." 


our disfigured little friends chuckle 
merrily to themselves. The whole 
game is sprinkled with such weird 
characters, eg. hovering hornets 
that won’t think twice about 
stinging ya’ ass off. 

The huge pyramid later in the 
level houses zombies who grab JD 
and shake him furiously. It’s also 
home to a large half man, half ape 
kinda guy that throws huge 
boulders at our hero whenever he 
gets close. On beating him, JD 
must use his belly to bounce to an 
out-of-reach area. The variety of 
enemies and their characteristics is 
brilliant. Every time you turn a 
corner something new tries to 
whip your purple backside. 

JD’s actions are very impressive. 
He can do the usual punch/jump 
moves, but his repertoire also 



includes gliding, pushing and 
picking up. His gliding ability 
allows you to climb to the top of 
any object, be it a building, 
flagpole or pyramid, and jump off. 
Instead of falling tail first into 
oblivion, you can open his wings 
and glide around the surrounding 
areas. This feature leads to levels 
filled with out-of-reach areas which 
JD can only reach by climbing onto 
nearby structures and flying off 
them. You find crates and lives in 
those infamous platform hideouts, 
and doorways tucked into walls 
that a jump won’t reach. 

The pushing of objects has also 
been souped up. JD can push 
things such as boxes at a 
diagonal. It’s none of that stop- 
and-start pushing you usually see 
either. You can start pushing, as 
long as there’s space available, 
and manoeuvre the object to 
exactly where you want without 
stopping and repositioning JD 
himself. This small but worthy 
feature is also enhanced by the 
use of the analogue. 

say CHeese' 


Jersey Devil’s main selling point 
is the fact that it is ‘free roaming’; 
he can run wherever he likes. Now 
this isn’t ground breaking, but 
what makes it special is the way 
the camera works. A platformer 
must have those dodgy, teeth- 
grinding jumps and those long 
walks along crumbling ledges with 
death biting on your smelly socks. 
Now this is where 3D can do a 
nose dive. Sometimes you can’t 
get the camera angle right; it’s not 
the jump that’s difficult, it’s just 
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you can’t see where to jump from 
or where to land. Even the great 
and brilliant Tomb Raider 2 
sometimes places you in an 
awkward position. Well, ]D doesn’t! 
jersey Devil is packed to the brim 
with complex jumps and walkways, 
but instead of the camera spinning 
all over the shop trying to give 
you the best view, you can 
position the camera in front, 
behind, or wherever you like, and 
it stays there while you continue 
the game. Brilliant! 

JD graphically resembles 
Pammy’s tits; big and beautiful. 

The eleven different worlds are 
huge. No, I’ll re phrase that, HUGE. 
The backgrounds and 
environments are top quality. Yes, 
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“...JD doesn’t just 
look good and 
play well, its size 
and depth 
justifies the price 
tag...” 


there’s glitching, but you can’t 
grumble about that. With a game 
this big and looking this good you 
expect it. The cartoon feel of the 
game is amazing, the gimmicks 
and features throughout your 
adventure giving a light-hearted 
feel. This also cuts the edge off 
the difficult, frustrating parts. 

CAN U DIG IT! 

The only dig I’m going to have 
is the fact that I fell into some of 
the scenery and couldn't get out. 
This happened twice in a space of 
four days of play. The first time I 
jumped off the hill in the park, the 
scenery glitched and I fell through 
into it, the camera span from angle 
to angle until all I could see was 
the skyscrapers in the distance - 
no way out, reset the machine. 

The second time occurred while 
replaying the first level to collect 
all of the ‘K’ boxes. While pushing 
the box to position it to reach the 
flagpole, to reach the top of the 
building, the box glitched into a 
hedge. It promptly glued itself into 
the hedge, and poor old Jersey 
couldn’t shift it. Sad but true - 
another reset and start again. I am 
having a bit of a grumble, but this 
is by no means the first game in 
which this has occurred - I’ll just 
mention the words 'Tomb Raider’ 
again. 

HE'S THG MAN 

Lets wind up by pointing out a 
few of the other pluses of the 
game. The orchestral soundtrack is 
the cat's nackers. a cross between 


Batman and Star Wars - hard¬ 
hitting and tension building. JD 
also supports the analogue pad. 
which wouldn’t be that important if 
it was linear, but as it’s free 
roaming it’s an essential part of 
the gameplay. Don’t despair if you 
haven’t bought an analogue yet. 
the game is still fluent using the 
digital D-pad. 

jersey is a massive game, and 
this is one of the strongest points 
it has to offer to the punter paying 
out the dosh for the it. It takes 
you an age to finish. JD doesn’t 
just look good and play well, its 
size and depth justifies the price 
tag. 

Jesery Devil will be dancing on 
the graves of the 
competition this 
Christmas and missing it 
would be a sin! 

DARREN 




Second Opinion 


Jersey Devil has very 
impressive visuals that run 
extremely smoothly. The 
excellent learning curve 
eases you into the 
gameplay. It's one of the 
biggest ‘free roaming’ 
platformers on the planet, 
even bigger than Mario! 

Dave 
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in summaru 


If you're looking for a 3D platformer, 
then Jersey’s yer man! 
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JUDGE DREDD 


2000 and counting! 



The FMV sequences throughout the game are pretty cool. 


| t*s the 22 nd 
century and 
megacities now 
[ house most of the 
population. There's 
no law except for 
Judges that hunt down 
aims and dish out 
justice. This isn't a 
simple case of 
spouting a few 
chapters of an A-level 
law book either, a Judge 
deals in death. 

Disgraced Tech Judge Bean has 
broken out of the prison 
moon Titan and he’s after 
Judge Dredd. He’s 
[ compiled an army of 
droids armed with 
seriously kick-ass 
weapons. You are Dredd, 
and must sniff out Bean. 
Judge Dredd can be 
1 played by using either a 
joy-pad or a light gun. Due 
to the game panning 
through the levels at quite 
a fast speed, playing with 
the joy-pad is a pile of 
pants. You can’t aim and 
fire quick enough. There’s 
an option to speed up 
the movement of the 
cross-hair, but then 
you simply over run 



the desired target and fire past it. 

If you're waiting for me to say 
‘Judge Dredd comes alive when 
used with a light gun’, bad luck • 
I’m not. This is because I couldn’t 
properly calibrate any of the light 
guns I used to shoot exactly where 
I aimed. If a game’s going to 
employ a light gun as its main 
controller, the game must react 
exactly to the shot. You might be 
shouting out *ya gun’s crap!’ at this 
very point, but I tried Logic 3’s 
Protector, Blaze’s Erazer, 

Gamester’s P 5 X Light Gun, and 
finally InterAct’s Light Blaster - 
they’re not all crap! Every time I 
calibrated the gun, once into the 
game the shots were slow and at 
least a centimetre out. This 
became even worse when two 
guns were in operation, making 
two player mode pretty redundant. 

It's a shame that 'our mate* the 
Judge has a problem shooting his 
load as graphically, the game looks 
very good. I was impressed by the 



rendered environments; everything 
is clean, fluent and very futuristic- 
looking. On looks judge Dredd is 
up there in the top ten, but as that 
ugly dog of a barmaid in my local 
says, ‘looks aren’t everything’. 

As Dredd rampages through the 
levels he can shoot out power-ups 
from behind objects. These include 
the High Explosive, which disposes 
of everything on the screen. 
Scatter, firing eight shots in a 
scattered pattern, Armour Piercing 
Bullets that cause twice as much 
damage. Rapid Fire Automatic Gun, 
Heat Seeking Bullets, Shields, 
Medi-Kits and Extra Lives. These 
power-ups do improve the game 
greatly as many of them correct 
firing speed and accuracy. 

As you can guess by the fact 
that this review has only had a 
page dedicated to it, it's not at the 



Second Opinion 


The rendered graphics are 
superb, but a light gun 
game relies on accuracy 
and speed and this has 
got neither. Could have 
been great! 


top of our gaming list. It 
looks the part, but plays 
like a spare part. 

DAVE 
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in summary 


Bad light gun response has shot this 
game down in flames. 


Saul 
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POWER 

SOCCER 2 


Psygnosis have driving games sewn up, 
but when it comes to football games, 
we re not so sure... 


T he first Power Soccer, 

sponsored by Adidas, was 
not exactly the best 
PlayStation Soccer game around 
so I was a little dubious when I 
first loaded Power Soccer 2. I'd 
like to say that my doubts were 
unfounded at this point, but I'd be 
lying if I did. 

On the surface. Power Soccer 2 
looks like any other competent 
soccer game. There’s plenty of 
international and national teams to 
play, and all the real-life players 
are present and correct, which to 
some football fanatics is enough 
to make a great football game. For 
the rest of us, though, the 
important factor is gameplay, and 
any amount of stats, players' 
names and formations won’t make 
up for lack of it. 

You find on your First game you 
have little control over what’s 
happening on the pitch. Now this 
is fair enough as most soccer 
games take a while to get to grips 
with. The problem is, even after 
hours of play I still haven't 
improved - not even in the 
slightest. I’m the soccer champ in 


the office, so it's definitely the 
game and not me. A good soccer 
game has intuitive and precise 
control, whereas Power Soccer has 
a poorly thought-out, limited and 
ultimately boring control method. 
Harsh, yes, but true • and there’s 
more. It is possible to adapt to the 
control method and actually play a 
decent, but not very enjoyable 
match. The thing that grates most 
though is the player selection. It 
takes an age for control to move 
to the player near the ball, so 
while you’re frantically hitting the 
button to perform a tackle on the 
opponent in possession, one of 
your players halfway down the 
pitch slides along the pitch and 
tackles the side-line. Very 
frustrating indeed. 

If a game’s going to keep up 
with today’s high graphical 
standards then today’s technology 
must be implemented. It's the 
norm for a software house to use 
motion capture technology on a 
sports game, and Shen have done 
just that. The problem with motion 
capture, though, is that it doesn’t 
always make a fast game. Shen 
have taken this into account and 






put a lot of effort into rectifying it. 
and to a degree they’ve been 
successful. The problem is the 
quality of the motion capture has 
been compromised to achieve this 
speed, and it now looks like 
they’ve filmed a one-legged robotic 
baboon instead of a top footballer. 
On top of this the game isn’t 
exactly eye-pleasing anyway. Most 
of the players have hunch backs 
and at certain angles they look 
like they have rather large breasts. 
I’m sure most football players 
don’t have these features. 

Power Soccer 2 isn’t the worst 
footie game I've played, but 
coming from Psygnosis, probably 
the premier PlayStation publishers, 
I really do expect more. Okay, it’s 
actually a laugh in two-player 
mode but it won’t hold your 
interest for more than a few 
matches at a time. The final nail in 
the coffin though is the 
ridiculously uninspired and 
extremely repetitive commentary. 

At first it was amusing, then 
annoying and then off. One saving 
grace, though, is the hilarity of the 
foreign commentary. Switch this on 
and leave the game to play itself 
while you wonder how Psygnosis 
have managed to find five of the 
most boring, 
monotonous voices 
in Europe. 

DAVE 



Second Opinion 


I think Dave's being a bit 
too harsh. Admittedly it's 
not up to ISS Pro 
standards, but it's still a 
good laugh. It’s a shame 
that gameplay has been 
sacrificed for speed 
though. 

Darren 
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in summary 


A division one game trying to mix it 
with the big boys of the Premiership. 
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Discworld 

ing presumed...!? 

wizard, the disappearance of the Grim 
Reaper and a huge dose of Pythonesque humour all go 
to make one of the most obscure games this year... 




O n one of Rincewind’s many 
drunken walks home, after 
a particularly heavy session 
on the town, he stumbles across a 
bomb planted by the mischievous 
Death. As he unwittingly attempts 
to defuse it, he sets it off, catching 
the Grim Reaper in the blast With 
Death out of the way the dead in 
your home town, Ankh-Morpork, 
are just refusing to lie down and 
are instead roaming the streets 
making a right nuisance of 
themselves. What follows is a 
hilariously daft and devious 
adventure as you attempt to find 
Death and get him back on the 
job. 

This, however, is easier said than 
done. Nothing in Rincewind’s life is 
simple, and the tasks you’re set in 
Discworld 2 are far from normal, 
let alone straightforward. 

Rincewind knows this, which is 
probably why he’s such a 
miserable, sarcastic git. The first 
act • The Rite Stuff • has you 
wandering the streets of Ankh- 
Morpork in an attempt to find the 
five ingredients for a spell that 
your boss, the Archancellor, needs 
to try and lure back Death. Finding 
items such as dribbly candles or 
4CCs of mouse blood is just the 
tip of the iceberg in this sprawling 
quest of idiotic proportions. 

The general theme behind 
Discworld 2 is one of point-and- 
click puzzle solving, but these are 
no ordinary puzzles. For instance, 
early in the game you're asked to 
find three pieces of wood, all of 
equal length. Most people would 



just visit B&Q or the local 
hardware store, but not Rincewind. 
Firstly, you find yourself in the 
University garden where you see 
three colourful characters playing 
croquet. Obviously you're going to 
need to take the croquet sticks as 
they’re all exactly the same length. 
Just swiping them would be a bit 
rude, so you have to help 
Rincewind find a replacement. This 
takes him to a wandering shop (a 
shop that moves around the map 
for some reason) where he finds a 
pink flamingo and a shop assistant 
who thinks Rincewind is a 
princess. After this you visit the 
docks and a mortuary to get your 
next two replacement croquet 



sticks, a hammerhead shark and a 
seagull. 

If you think this sounds 
ridiculous, subsequent tasks have 
you finding the answer to the 
question of life, declaring yourself 
dead, locating Discworld novelty 
snowstorm shakers and even 
finding an ironing board on which 
to go surfing. As you can see, 
unlike most other point-and-click 
adventures, Discworld 2 doesn’t 
depend on lateral thinking. This is 
a problem for the more impatient 
players as even the smallest of 
quests can take hours to complete 
without some sort of guide. 

The designers of Discworld 2 
have gone out of their way to 
make all of the problems as quirky 
as possible. At first this causes a 
massive brain meltdown, but as 
you get further into the game you 
slowly come around to the warped 
way of thinking needed to 
complete the tasks. Most of your 
clues come from chatting to the 
various inhabitants of Ankh- 
Morpork and the surrounding area. 
You need to prepare yourself for 
some bizarre conversations with a 
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Rincewind’s eyes are too big for his belly! 


As well as borrowing heavily from the Monty Python school of humour, Discworld 2 
also has the balls to steal directly from these gods of whacked-out comedy. The scene 
above is the stoning scene from the excellent Life Of Brian movie, completely 
duplicated in Discworld 2, right up to the end when the women dressed as men drop a 
huge slab on the heretic. Rather than trying to hide their pilfering, though, the 
designers added deja-vu and ‘have I seen this before?’ jokes to cover their tracks. 
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Of 

leranged 
aracters. You 
get the idea 
after you visit 
first 

ocation of 
game, the 
High Energy 
Facility at the Unseen 
University. 

The students you 
meet here are 
ridiculously 
stereotyped to 
great effect. 

Skazz, the boss 
man in this 

department, sounds like 
Neil from the young ones and 
some of his one liners are 
unbelievably corny but funny to 
boot. They’ve been designing a 
new computer called Hex at the 
University, and they’ve decided to 
use ants so whenever they get any 
bugs, they already know about it. 
Skazz lost one hundred of his best 
ants the other day - the machine 
was debugged for a while. They 
also tried to put some ram into it * 
it worked fine until they butted 
their way out! This is the level of 
humour reached in Discworld 2. On 
paper it doesn’t sound half as 
funny as when you hear it in the 
game, but the voice acting is 
excellent which is why some of the 
corniest jokes possible can 
actually sound funny. Rincewind 
also has a habit of poking fun at 
himself, the game and adventuring 
in general which helps a great deal 
in enjoying the humour as you 
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in summary 


Great fun but very, very frustrating 
without a guide. 


Second Opinion 


Very similar to the first. 
The visuals have slightly 
improved, but the 
gameplay can still get a 
bit frustrating. The wacky 
humour saves the day, 
though. Unless Pratchett 
pops his clogs very soon, 
Discworld 3 will be here 
before you know it. 

Darren 


The Life of Rincewind 


“...the writers 
aren’t taking 
things wholly 
seriously... 


know that the writers aren’t taking 
things wholely seriously, 
something which fans of the genre 
may moan about. 

Some purists will argue a joy- 
pad isn’t any good on a point and 
click adventure game, but I had no 
problem at all when playing 
Discworld 2 with a normal pad. 

The control is as simple as it can 
get with buttons for action, walk 
and hint. The cursor moves at just 
the right speed across the screen 
although it does stall every now 
and again due to loading and 
movement on screen. This gets 
pretty annoying at times, and I’m 
sure it could have been sorted out. 
The character interaction couldn’t 
be simpler either. Once you start 
talking to someone you’re offered 
a number of icons, which can be 
anything from a greeting or 
question to sarcasm or a hint. This 
makes conversing very easy, but it 
would be nice to have a choice of 
replies. 

The loading problem also effects 
the animation, but not enough to 
make it detrimental to your 
enjoyment of the game. It’s pretty 
decent and is backed up by some 
excellent background and scenery 
graphics. Ankh-Morpork is suitably 


dark and dank, but other locations 
such as Djelibeybi and Bonedi 
Beach all have different styles. As 
you can see from the screenshots, 
the visuals are of a cartoon style 
which compliments the whole feel 
of the game. 

Discworld 2 comes from the pen 
of the famous author Terry 
Pratchett, and like his books, not 
everyone will enjoy this game. You 
have to have a certain left-field 
sense of humour to fully 
appreciate the gags and the 
puzzles. This doesn’t mean that 
only fans of Terry Pratchett will 
enjoy Discworld 2, though. I’ve 
never read one of his books and 
I’m not about to, but I thoroughly 
enjoyed playing the game, even if I 
was pulling my hair out with 
frustration a good deal of the time. 

The good thing about Discworld 
2 Is it won’t only appeal to die¬ 
hard adventure freaks. In fact the 


light-hearted, tongue-in-cheek 
approach may even put some 
adventure types off, but it also 
opens the door to those who have 
never played a point-and-dick 
before. It’s no easy introduction 
but it’s great fun. just 
make sure there are no 
breakable objects 
around when you’re 
playing it. 

SAUL 
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Courier Crisis 

Take the role of a delivery boy with attitude - a game 
loosely based on Parcel Force. 



T aking the role of a bicycle 
courier on the streets of a 
busy city isn't exactly the 
first thing that springs to mind 
when you’re thinking of game 
ideas. Nevertheless, this hasn't 
deterred BMG from bringing us 
Courier Crisis. 

The idea of the game is to ride 
around town collecting packages 
and taking them to certain drop-off 
points where you collect cash for 
doing so. This cash can then be 
used to buy yourself a new bike, 
be it a mountain bike, a BMX or 
even a rocket bike. There are 
fourteen bikes for you to choose 
from, all sponsored by the top 
bike manufacturers, GT, but you 
need big money to get hold of 
some of the top two-wheelers. 

The game is set in a single city, 
but the delivery missions take 
place in five different areas: Civic 
Centre, Skid Row, Waterfront, China 
Town and the Industrial Zone. Each 
neighbourhood has its own 
graphical style and geographical 
layout. For instance, Skid Row has 
lots of back alleys where you find 
dodgy dealings going on, such as 
hookers peddling their trade and 
drug gangs fighting it out with 
machine guns. Sadly, though, the 
variety in scenery isn’t really 
enough to make the different areas 
different, which makes the game 
feel rather limited. I’m not saying 
it’s small; there’s loads of places 
for you to explore, but a lot of the 
time you can’t tell one area from 
another. 

Getting the package to its 
destination isn’t a simple case of 
following the directions. You have 
to find shortcuts to beat the time 
limit as well as avoiding 
pedestrians and even dogs that 
chase after you and chomp at your 
ankles. The pedestrians and dogs 
aren’t exactly perfectly drawn, but 
the feel of booting a pit-bull in the 



bollocks is still excellent. All of the 
pedestrians are different enough 
for you to identify. For instance, 
you come across skateboard kids, 
businessmen, robbers, little 
children and plenty of old dears 
among about seventy different 
types of character. It’s lucky for 
you that the shoulder buttons can 
be used to kick and punch your 
way through the bustling city. 
Believe me, you need to, as it 
seems everybody is out to get you. 

One of the biggest hazards is 
avoiding the traffic around the city 
as it goes about the everyday 
business of getting in your way. 

BIKES. DUST CARTS 
& AUTOMOBILES 

You have to deal with rogue 
dust carts, crabby taxi drivers. 
Greyhound busses, laundry vans 
and civilian cars, most of them in 
Sunday driver mode. The problem 
is that there just aren’t enough 
vehicles to make the city feel like 
a city. There’s usually only one or 
two vehicles on a road at a time 
where it would have been better if 
you had to weave your way 
through massive traffic jams and 
speeding cars. You really have your 
job cut out avoiding the traffic, but 
there could have been much more 
of it. 

Littered around the city are 
plenty of ramps and hills where 
you’re able to pull off stunts to 
earn yourselves bonuses. These 
are anything from taking your feet 
off the pedals to a full back-flip. 
You have to watch out, though, 
because making a mistake loses 
you precious time. Most stunts are 
performed by hitting the triangle 
button then pressing a direction 
on the pad. It sounds easy but 
mistakes are very easy to make, 
especially when using an analogue 
pad. 

I’m usually very positive about 



the analogue pad because I think 
it’s an excellent device. However 
on Courier Crisis it’s very hard to 
use and for once I think that you’re 
better off using a normal pad. If 
you’re going to include an option 
for the analogue pad, at least 
make it playable. 

Despite a few minor flaws, 
Courier Crisis is still great fun. As 
morally deviant as it may sound, 
steaming down a street on a 
mountain bike and kicking the 
pedestrians to the floor is a great 
laugh. When we first started 
playing the game, a crowd 
gathered around my desk were in 
hysterics at some of the antics you 
can get up to. The gameplay does 
get a little repetitive but there’s 
enough humour here to keep you 
interested for ages. A lot of the 
laughs come from the excellent 
speech throughout the game. 

You’re insulted nearly every time 
you fall off and if you're late for a 
pick-up or a drop-off, your clients 
won't hide their anger. 



The fast-paced action is backed 
up by an excellent soundtrack that 
takes in the coolest techno that 
we’ve heard on a game and some 
good attempts at Drum ‘n’ Bass, 
among a whole host of other rock 
and big beat tunes that sound like 
any other PlayStation soundtrack. 
Although the city doesn’t exactly 
look busy, it definitely sounds it 
with all the usual hustle-and-bustle 
sounds you’d expect to hear in a 
metropolis. 

Courier Crisis is a modern 
version of the old Paper Boy coin¬ 
op with a bit of Road Rash thrown 
in for good .measure, which goes 
to make a highly enjoyable and 
original game that should raise a 
few eyebrows on its release. It’s 
not going to be one of the best 
games this year, but it’s different 
and enjoyable enough 
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Second Opinion 


An original concept, but it 
could have been realised 
better. Bangin' soundtrack 
complements the hyped- 
up urban chaos. 

Darren 
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in summary 


The humour and originality make 
Courier Crisis stand out from the 
crowd. 


{ 71 ] 


PlayStation #1 Dec/Jan 1998 





























































H-rated 






Touring 



ampi 


nship 




Take an average family saloon car, 
cover it in sponsorship logos, add a 
performance custom engine and 
have you gotP A touring car. 



A lthough the British Touring 
Car Championships aren't as 
high profile as Formula i t 
they're just as exciting and much 
more competitive. The cars are 
more evenly matched, so the 
racing is far more exciting than 
the Williams versus Ferrari battles 
we get in so many Fi races. But 
does it make a good game? 

TOCA gives you the choice of 
driving for any of the real-life 
teams in the championships, 
which gives you the opportunity 
to wreck eight different cars - at 
First, this is all you do. TOCA takes 
some getting used to, but the 
learning curve is set just right so 
you don’t get bored or frustrated 
while getting to grips with the 
extremely realistic driving and 
racing models. CodeMasters have 
really gone to town on making the 
cars handle like their real-life 
counterparts, which means you’re 
slipping and sliding all over the 
place when you first start playing. 

Much like Ft, if you clip the 
grass at speed on TOCA you’re 
sent careering across the course at 
a great rate of knots, unless you 
act fast enough to control it. 

Unlike Fi, though, a simple spin 
doesn’t result in you ending up in 
last place with absolutely no 
chance of catching up. This makes 
the driving extremely frantic at all 
times as it’s very rare that you 
drive around an empty track for 
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long. Even if you’re not in the 
battle for the leading positions 
you’re fighting it out for a placing 
further down the ranks. When you 
do manage to get up front, you 
have to pick your way through the 
backmarkers who still have plenty 
of fight in them. The racing is so 
tight that you’re happy to nudge 
your way into seventh place, let 
alone first. In most racing games 
you’re driven by the desire to get 
to the front and stay there. The 
idea is the same in TOCA, but just 
getting through the full race is 
difficult enough. 

The circuits are all exact replicas 
of the real things so you get to 



“...Even if you’re 
not in the battle 
for the leading 
positions you’ll 
be fighting it out 
for a position 
further up the 
ranks...” 


race at well-known venues such as 
Donnington and Silverstone, but 
also backwater tracks like Croft 
and Oulton Park. To compliment 
the tight racing in TOCA, most of 
the tracks are very narrow, making 
the job of overtaking pretty 
difficult at times. You find the best 
way to get past other cars is to 
out-brake them on the corners, but 
leave it too late and you’re skating 
across the grass into the barriers. 
Some of the overtaking 
manoeuvres possible look so 
realistic that you want to go out 



and try them on the road yourself. 
Just watch the demo mode and 
you think you’re sat in front of the 
box on a Saturday afternoon 
watching the racing. 

At times there are about six cars 
trying to turn a tight corner at 
once, all of them vying for the 
front. Bump and grind is very 
much a part of touring car racing, 
and CodeMasters have managed to 
get this aspect just right. You see 
bits of once-perfect cars being 
thrown all around the course as 
you try to fit through a gap that's 
barely big enough for a Robin 
Reliant. Thankfully, when you lose 
bits of your own car the 
performance stays the same. If this 
wasn’t the case your car would be 
a burning wreck after the first lap. 
The damage shows up visually and 
by the end of most races your car 
looks like something out of 
Destruction Derby. The first few 
laps of a race are where you see 
the most carnage, if you can get 
through these without being spun 
off or pushed into a wall you have 
a chance of getting to the front, 




but not if the other drivers have 
anything to do with it. 

To make things as realistic as 
possible, CodeMasters have made 
all of the drivers very intelligent. 
They’ve also given the real-life top 
drivers a better chance of winning 
so you can learn to watch out for 
the best and most dangerous 
opponents. Also if you really wind 
up another driver they may hold a 
grudge and go all out to knock 
you off of the course, so you have 
to be careful not to upset anybody. 

The eponymous TOCA expect 
plenty of argy-bargy out on the 
track, but they won’t tolerate 
dangerous driving. This means 


AUDI 


FORD 


HONDA 


Drivers 


A4 

FWD. 16 valve 
296bhp. 82SOrpm 
Frank Biela. John 
Bintcliffe 


Drivers 


Mondeo 

FWD. 24 valve 
295bhp. 8500rpm 
Paul Radisich. Will 
Hoy 


Car 

Stats 

Drivers 


Accord 

FWD 16 valve 
James Thompson. 
Gabriele Tarquini 


Not quite as quick as most of the 
competition but the 4WD gives it good 
handling, perfect for beginners. 


The Ford is a good car for beginners 
due to its solid handling but it isn't 
exactly fast 


A very quick car that's ideal for 
intermediate drivers. 


* » nuCKHAMS 
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although you can scrape alongside 
a car or even subtly nudge them 
out of the way, you can’t 
deliberately smash into them, 
especially at speed. At times you 
get away with it, but if you are 
caught you get a warning that 


flashes up on the screen. If you’re 
caught three times you get four 
points deducted from the race 
results, and if you get caught six 
times you have another six points 
taken away. Push it too far and go 
for a seventh offence and you’re 
disqualified and sent back to 
explain your Schumacher-style 
actions to your boss. 

As is fast becoming the norm for 
racing games, TOCA utilises all the 
input devices you can think of. We 
found the best controller was the 
analogue pad, as the steering 
wheel is just too hard to use. If 
you’re willing to persevere with a 
wheel you might appreciate it, but 
it takes a lot of hard work, 



Schumacher eat yer heart out. 


“...if you’re going 
to get the best 
out of the game 
you’d be wise to 
invest in an 
analogue...” 


something that a game should not 
demand. Using the analogue pad 
becomes second nature after a few 
races and you soon take the 
tightest of racing lines with the 
greatest of ease. One moan I do 
have about this, though, is it 
seems extremely hard to calibrate 
the pad perfectly, but then again it 
may have been a problem with my 
pad. The D-pad is pretty useful on 
TOCA. but if you’re going to get 
the best out of the game you’re 
wise to invest in an analogue. 

Backing up the brilliantly- 
realistic gameplay are the ultra¬ 
cool visuals that run at a perfect 



pace for this type of game. Passing 
comments of, ‘oh, that looks like 
Sega Rally’ were heard when I first 
loaded up TOCA and I'd have to 
agree with that. The thing is, as 
much as the graphical style is very 
Sega Rally, it goes much deeper 
purely for the amount of cars and 
tracks at your disposal. Some of 
the tracks are a little barren on the 
scenery front but you won’t be 
paying any attention to this type 
of detail anyway. Your eyes will 
always be glued to your car and 
the track ahead, so this is where 
the most visual detail is needed, 
and thankfully it's been supplied. 
Each of the teams have a unique 
look, making your job of sussing 
out the other drivers a tad easier 
and although these cars are based 
on your average family saloon 
runabout, they all look the nuts. 

TOCA CHAMPION 

There are three modes of racing 
for you to try - single race, 
championship and time trial. No 
surprise there then. You have the 






NISSAN 

PGUGGOT 


RENAULT 

Car 

Stats 

Drivers 

Primera 

FWD. 16 valve. 
297bhp. 8300rpm 
David Leslie. 

Anthony Reid 

Car 

Stats 

Drivers 

406 

FWD. 20 valve. 
300bhp. 8300rpm 
Tim Harvey. 

Patrick Watts 

Car 

Stats 

Drivers 


Laguna 

FWD. 16 valve 
Alain Menu. 
Jason Plato 

A good all round car that would suit 
beginners. 

Again a good all rounder and pretty 
quick to boot. 

Definitely the best car in terms of 
winning chances but you'll have to 
tame It first 
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choice of either a long or short 
championship, with the number of 
laps per race as the main 
difference between the two. One 
problem I have with the 
championship mode is that you 
have to compete in two 
consecutive races at each circuit, 
which also means you have to 
qualify twice. It would have been 
much better and more varied if the 
second race at the same circuit 


Second Opinion 


This is definitely as fast as 
a nun's first curry. TOCA is 
on a par with Fi ‘97. It 
hasn't as much mileage as 
the aforementioned 
masterpiece, but the 
racing's certainly closer- 
fought and more exciting. 
An analogue pad's 
essential. 

Darren 


came later on in the season, so 
you don’t end up getting bored 
with the track. 

When you first start playing you 
only have two tracks open to you, 
and the only way to get access to 
the other seven tracks is to get 
past them in championship mode. 
Admittedly you find this sort of 
thing in most driving games, but 
for a motor sport-based title I'd 
much rather all of the tracks are 
open at the beginning of the 
game, as in Fi. This obviously 
adds longevity to TOCA, but it’s 
also quite annoying and if you 
haven’t got a memory card you’re 
up squit creek. 

To round things off, 
CodeMasters have provided 
extremely realistic engine noises 
and sound effects. A feature that I 
really like, also featured in Test 
Drive 4, is the way that your 
engine noise changes depending 
on which of the four different 
views you’re using. There’s also 
plenty of resounding bangs and 
scrapes that add an urgency to 
some of the hairier racing 
moments. All we get on the music 


front, though, is a bland mix of 
cheesy pop-house which doesn’t 
compliment the game at all. 
Commentary is also kept to a 
minimum, with CodeMasters’ 
philosophy being that in-race 
commentary gets too repetitive too 
quickly, so their solution is simply 
not to have any. You do get an 
introduction to each course and 
race by touring car commentator 
Tiff Needell, which adds to the 
atmosphere of the event, but you 
won’t get anything similar to 
Murray Walker’s famous 
‘Murrayisms’ in there. 

We’ve really been inundated 
with racing games for this, the first 
issue of extreme PlayStation, and 
as I’m well into this genr£, I really 
am in my element. I’ve also 
reviewed Test Drive 4 in the mag. 
and I really didn’t think I’d see 
anything to beat it for a long 
while. How wrong I was. TOCA 
provides one of the most 
exhilarating and dose-fought races 
available on any home console, 
and with excellent graphics to 
back up the gameplay, I’d suggest 
anyone with even a slight inkling 


VAUXHALL 


Car Vectra 

Stats FWD. 16 valve. 

295bhp. 8400rpm 
Drivers Derek Warwick. 

John Cleland 


Pretty twitchy on handling but it is 
quick to compensate This car will 
definitely give you a challenge. 



VOLVO 


Car S40 

Stats FWD. 20 valve. 

BOObhp. 8SOOrpm 
Drivers Richard Rydell. 

Kelvin Burt 


Handles very well and is also a fast 
one. 



for a racing game 
should check out TOCA. 
SAUL 
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in summary 


Mother Theresa dipped in honey • 
short but sweet! 
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TIME 
CRISIS 


There are few games that can transform the 
player into a homicidal, gun-toting maniac. Time 
Crisis is definitely one of them... 



L ight gun games have never 
really hit the big time on the 
consoles, especially the 
PlayStation. The only one worthy 
of note is the airport scene in Die 
Hard Trilogy, which is a good blast 
but just as much fun with a joy- 
pad. Unlike Time Crisis which is 
essentially a light gun-only game. 
Okay, it can be played with a joy- 
pad, but to get the full impact of 
Time Crisis you’re going to need 
the Namco Gun-Con. Good job it 
oj comes with the game... 

You play Richard Miller, one-man 
* army and all-round hard bloke. The 
^ president’s daughter Rachel has 

<3 been kidnapped by the ruthless 
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Sherudo Garo, and if you don't 
rescue her from the castle she will 
surely die by his hands. Storyline 
aside, the main idea of Time Crisis 
is to aim your gun at the screen 
and kill. 

Unlike other light gun games, you 
aren’t a sitting target at all times. 
You play the game from behind 
cover • to attack you have to hit 
the button at the front of Gun-Con. 
This causes you come out of cover 
and into the firing line so you can 
take your shots. As soon as you 
release the button you go back 
into cover which, incidentally, 
reloads your gun every time. Each 
new section offers you to a new 
hiding place, be it a wooden crate. 



a car, a piano or simply a doorway, 
but the idea stays the same 
throughout the game. 

This would make the game 
incredibly easy if it wasn’t for one 
thing - the time limit. The game’s 
not called Time Crisis for nothing. 

If you could spend all of the game 
hiding behind cover and only 
coming out when it's safe it would 
get a tad boring, but with the 
increasingly-tight time limits to 
beat you won’t even have time to 
catch your breath. Once your gun 
has reloaded, it’s straight back out 
to pepper the screen with more 
bullets, then back down to reload. 
Some of the time you make it by 
the skin of your teeth, but usually, 
especially on the later levels, you 
find the time expires just before 
you take out the last man. This 
gets pretty annoying but at least 
you’ve got nine credits to play 
with. 

The onslaught of targets never 
seems to stop from the moment 
you start playing, and the 
enjoyment of shooting a machine 
gun-toting bad guy between the 
eyes is hard to beat. The enemies 
come in a number of different 
shapes and sizes, and shooting 
certain foes first offers an 
advantage. For instance, it's not a 
good idea to take out the pistol¬ 
carrying guys when you’ve got a 
bazooka trained on your forehead. 
Also, some of the enemy leave a 
much-needed time bonus when 


shot. 

It’s not only soldiers that you’ve 
got to worry about either. On 
different stages you come across 
helicopters, out-of-control cars and 
even huge metal hooks that 
threaten to take your head off as 
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they whiz overhead. Avoiding this 
type of hazard is simply a case of 
going into hiding, but the speed 
that some of them come at you 
calls for some lightning reactions. 

ARCADE ACTION 

When I first played Time Crisis in 
the arcade I was not only 
impressed by the gameplay, but by 
the high standard of the graphics. 
The PlayStation version follows 
this closely. The enemy are all 
realistically drawn and the 
animation is nice and smooth. You 
see them performing a whole 
range of stunts from diving to the 
floor, rolling into cover and even 
swinging into the scene on ropes. 
There’s some pretty impressive 
death scenes too. Depending on 
where you hit them, an enemy 
could be thrown against a wall, 
slump to the ground in agony or 
spin around uncontrollably until 
they eat the carpet. The best 


“...the enjoyment 
of shooting a 
machine gun- 
toting baa guy 
between the 
eyes is hard to 
beat...” 


moments come when an enemy 
appears close-up though. Shooting 
a hole through someone’s 
forehead is immensely satisfying in 
a sick, Dirty Harry kind of way. 

Your route through the castle is 
pre determined, but this doesn’t 
mean it gets boring. Each area is 
sufficiently different to the last 
one, giving the game a massive 
feel, although it won’t take you 
too long to reach the final levels. 
Namco took this into account, 
though, and have added a whole 
new section for the PlayStation 
version. The gameplay on this 
bonus level, set in a hotel, is 
exactly the same as the original 
but the backgrounds and scenery 
are completely new. Along with the 
time trial option this effectively 
doubles the length of the original 
arcade title, something that is 
definitely needed for the 
PlayStation market. 

Sound effects are limited to the 
expected weapon fire, but turn it 
up loud and it sounds excellent. 
Your gun sounds very realistic; the 
shot effects even change 
depending on what type of room 
you’re in. Add a battery of enemy 
shots and things start to sound 
extremely hectic. There’s also 
plenty of speech in the cut scenes 



which is of good audio quality 
although some of the voice 
dubbing is pretty dubious. 

The gun itself is PlayStation 
grey to make sure you can’t use it 
to hold up the local Post Office. 

It's actually shaped pretty 
realistically, but it does feel a little 
light in your hand; there’s no point 
trying to pistol-whip your mates 
with it when you get over excited. 
Compared to the other guns we’ve 
played with, the Gun-Con is the 
best ergonomically with just two 
buttons at the front and a trigger. 
There are no flashing lights, rapid 
fire or slow motion here, but this 
type of novelty wears thin pretty 
quickly anyway. 

Time Crisis doesn’t require a 
high level of IQ. What it does 
require is nerves of platinum, a 
steady hand and a few spare pairs 
of Y-fronts. The action is extremely 
fast-paced and the new ideas add 
more than just novelty value to the 
game. It’s not a case of just 
shooting blindly at the screen; you 
have to think about what you're 
doing, but the general premise is 
to get your killing goggles on and 
shed some serious 
blood. What more could 
you want? 

SAUL 
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Second Opinion 


Faithful to the arcade 
version. Excellent light 
gun responses make the 
gameplay fast and fluid. 
The ‘hide and shoot* 
feature takes this one step 
beyond Virtua Cop 2, until 
now the benchmark light 
gun game. 

Darren 
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in summary 


It’s not revolutionary but it*s still 
immense fun. 
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Formula 
■ ? Karts 


Special Edition 

Poxy little karts that only do 70mph! Lap times 
averaging 20 seconds! What the truck s going down? 


O n paper. Formula Karts 

Special Edition sounds crap. 
These days, if racing games 
haven't got cars that exceed the 
speed of sound and tracks fifteen 
miles long, punters just aren't 
interested. Telstar, however, have 
their faith in karting games * 




Super Karts and Manic Karts 
released on the PC - and after 
popping Formula Karts Special 
Edition into the PlayStation and 
having a few blasts on it, I can see 
why. Now I'm a believer too! 

Basically a kart sits only a few 
inches off the floor. If you whipped 
out your willie while racing, it 
would scrape along the ground * 
aaaahhhhh! So the lack of speed is 
made up for by the fact that you 
are so close to the ground. The 
short courses ensure you are 
always fighting it out for positions 
and never have a chance to relax. 
This is definitely one of the worst 
games for slowing down your blink 
rate - you’re concentrating so 
much, you blink less. 

There are eight different racing 
teams available. Each has a unique 
kart design, and each kart has 
varying handling and 
performances. This isn't just a 
visual thing either; the karts really 
do handle differently. You struggle 
to stop a kart with a poor grip 
rating from skidding into the walls 
without practice. 

MODES OF PLAY 

There are two modes of racing 
apart from the usual Single Race 
and Practice. Firstly, there’s 
Championship. Here you pick one 
of the teams and race against the 
other seven, over eight different 
tracks. These tracks are situated in 
Germany, France, Australia, 

Holland, England. Brazil, japan and 
finally Egypt. Entry to the next race 


is not dependent on finishing in a 
high position on the previous one. 
Points are awarded for the 
position in which you finish * 
eleven for first, seven for second, 
five for third, four for fourth, three 
for fifth, two for sixth, one for 
seventh and finally, sod all for last. 



The points you receive for each 
race are added up and the team 
with the most points at the end is 
the season’s champion - bloody 
simple! 

Arcade mode is slightly altered. 
It's the same idea as 
Championship, except you have to 
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“...Formula Karts 
Special Edition 
becomes the 
great racer it is 
over the longer 
distance... 



finish in the first three to qualify 
for the next course. Instead of 
points, you receive money which 
you can use to buy parts and 
upgrades. These include Turbos, 
Supergrips, Tyres, l-Up’s, Petrol 
Capacity and Cubic Capacity. In 
Arcade mode, you also get three 
lives at the start, just in case 
you’re not up to the task and need 
a few continues. You also receive 
three Turbos and three Supergrips, 
to use whenever you feel the 
need. What you don’t use in each 
race is carried over to the next. 

At the start of both the Arcade 
and Championship modes, you 
choose how many laps you want 
to race. The maximum, and 
definitely the only way to play the 
game, is with forty. The smaller 
races, for example six laps, are 
pretty pathetic. Formula Karts 
Special Edition becomes the great 
racer it is over the longer distance. 
Due to the actual tracks being so 
short, you’re always battling with 
another kart, even over a 40-lap 
race. Racing the higher lap length 
also introduces the Pit Stop factor. 
Your kart can only carry a certain 
amount of fuel, usually enough for 
around five to seven laps, 
depending on their length. In the 
longer races you have to re fuel at 


least seven times, which adds a 
strategy element to the game as 
well. 

Other features affecting the 
game are ’Damage’ and ’Tilt*. 
Damage can be switched ‘On’ or 
'Off in the Options menu. Having 
damage on means knocks and 
crashes affect the performance of 
your kart. ‘Tilt’ changes the 
amount the screen rotates when 
playing from the ‘in helmet’ view. 
This is very effective if you like to 
look deep into the comer as you 
drive around it. 

Visually. Formula Karts Special 
Edition is very good. Both tracks 
and karts are created from 
polygons, with the animated 
drivers being motion-sampled from 
the real thing. Sometimes you can 
see the karts graphically clip the 
bends of corners. As they turn the 
bend, you can still see them 
through the wall, barrier, etc. but 
this is only very minor and doesn’t 
really affect gameplay. 

Even though Formula Karts 
Special Edition is good when 
played with the joypad, it doesn’t 
compare to playing it with the 
Gamester steering wheel. Getting 
behind the wheel suddenly kicks 
you into another dimension. 

Sliding around corners and 
crashing into barriers become 
reality. If you’re into racing games 
and are thinking of buying Formula 
Karts Special Edition, then I 
suggest you invest in a steering 
wheel as well. 

Formula Karts Special Edition is 
a racing game with that little bit 
extra that keeps people interested. 
The shorter races are crap, but 




bump them up to 40 
laps, plug in a steering 
wheel, and you’re in 
heaven! 

DARREN 



Second Opinion 


As Formula Karts came out 
of the blue for me, Pm 
actually stunned at how 
good it is. It could do with 
a few more tracks, but 
only because they are so 
short. It's very fast and if 
you play with a steering 
wheel, an already-great 
game becomes an 
excellent offering. 

Saul 
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in summary 


'Big isn't always better', said the man 
with the small nob. 
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ON R GOOD DRY, 

5 BILLION PEOPLE 
LLIILL DIE... 


At last, a 
real video 
game hero. 
Meet Kurt 
Hectic, the 
man with 
the lycra 
suit and a 
huge dirty 
weapon... 


I n the not-too-distant future the 
Earth becomes just a small part 
of a Universal Village connected 
by massive electrical tubes called 
Streams. These Streams are 
essentially subways, an express 
link to other worlds, only minus 
the crass buscars at the bottom of 
each and every escalator. Through 
the subways come Stream Riders, 
all manner of weird and wonderful 
creatures. Some are merely 
tourists, but others are power 
hungry dictators with just one 
goal; to take over the Earth. Gunter 
Glut is one such Stream Rider and 
with him he brings a horde of evil 
minions and massive city- 
munching mining machines. 
Millions die every day and it's up 
to you to save them. 


On the side of good we have Kurt 
Hectic, Doctor Fluke Hawkins and 
Max the dog, who’ve been away on 
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an unplanned five-year space 
vacation. Only now have they 
managed to get back to Earth, to 
find it being ravished by the evil 
Gunter (cue rhyming joke) Glut. 
Luckily Doctor Hawkins has spent 
his sabbatical in the lab. inventing 
a host of strange gadgets and 
gizmos which, predictably, you get 
to test out in the interest of saving 
mankind. 

The first clue you get that MDK 
is going to be a little different is in 
the game’s opening sequence. 
Instead of starting with your feet 
firmly on the ground at the 
beginning of the level, you find 
your lycra-suited hero, Kurt, 
plummeting towards the earth at a 
great rate of knots. Thoughts like 
*1 hope his revolutionary suit has a 
waste disposal unit* go through 
your mind as you frantically circle 
the screen to dodge the radar 
beam and oncoming homing 
missiles while attempting to collect 
the weapons the Doctor has 
parachuted down to you. 

Once on the ground things seem 
to change to a more conventional 
3D second-person view, d la Tomb 
Raider, but your nagging thoughts 
of ‘how original’ are quashed after 
only a few minutes’ play. You see, 
unlike most games of its ilk, MDK 
is fast, very fast! Once you’ve 



tamed the controls you have Kurt 
dancing around the screen like a 
15-year-old raver on vitamin 
supplements. To their credit, Shiny 
have gone against the grain in the 
design of MDK’s hero. Instead of 
the archetypal stubble infested, 
match-chewing space marine, Kurt 
Hectic is just a slip of a man. In 
fact he was probably picked on as 
a kid, which would explain his 
ability to run like Forrest Gump. 

Kurt’s battle suit, the main stay 
of the game, is no ordinary top *n’ 
tails. The arm has a built-in 
machine gun which comes in quite 
handy for killing aliens, and the 
supple nature of the suit material 
allows it to contract when a shot 
is taken, making Kurt rock hard, 
though not invincible. The suit 
also has a ribbon parachute that 
can be used to float into arenas 
and caverns whilst raining lead 
onto the unsuspecting grunts 
below to great effect. 


HOMICIDAL 

T6ND6NCIGS 


Kurt’s machine gun can be 
upgraded to a chain gun and you 
often come across extra weapons 
such as grenades and mini nuclear 
bombs, but the crux of your 
armoury comes in the form of your 
suit’s head-mounted sniper rifle. 
This baby allows you to zoom in 
on enemies at anything up to two 
virtual miles away. You can target 
the whites of their eyes and blow 
heads clean off from a completely 
safe position, giving a real feeling 
of satisfaction and a real taste for 
homicide. There’s something about 
this type of killing in a video game 



that gives far more enjoyment than 
just running in with your guns 
blazing. There again, it could just 
be the coward in me. 

Using the sniper rifle is simple 
enough, but one gripe I have is 
most of the time it is not an 
essential piece of kit, especially 
considering the hype surrounding 
it. Having said this, if you choose 
to use it in places where it is not 
essential you get more enjoyment 
from the game. 

Not that the sniper rifle is MDK’s 
only plus point. It’s evident that 
Shiny have put a lot of effort into 
the basic gameplay mechanics of 
the game to try and take it away 
from the usual run-of-the-mill 
carnage offerings. They could have 
included more variety in the 
enemies, but the possible amount 
of enemies Kurt has to do battle 
with at any one time is countless, 
making for some pretty pant-filling 
head-on battles which are made 
even more hectic by the sheer 
speed at which you shift around 
the screen - without a hint of slow¬ 
down either. The never-ending 
supply of aliens to blow away can 
be cut off by reaching the 
generators, but these are usually 
heavily guarded so tactics as well 
as balls will help you through each 


“...Once you’ve 
tamed the 
controls you 
have Kurt 
dancing around 
the screen like a 
15-year-old raver 
on vitamin 
supplements...” 
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“...it just goes 
to show what a 
little bit of effort 
on a software 
company's 
behalf can 
achieve. Others 
take note..." 



battle. 

There are six different mining 
cities for Kurt to overcome, and 
each of them has around six to ten 
levels. Although most of these are 
short, they’re cleverly linked by a 
tunnel system that not only makes 
the game seem a lot bigger but 
also eliminates nearly all of the 
loading time. Shiny have used this 
tunnel system to allow the next 
part of the game to load while you 
are running through them. Every 
now and again the game freezes 
while in a tunnel, but only for a 
split second and you won't find it 
detrimental to your enjoyment. 

This idea has been made even 
more innovative by including 
tunnels that you can slide or even 
snowboard down, but I’m not sure 
if it has been implemented as well 
as it could. Maybe next time eh? 

LENGTH OR 
GIRTHP 



for by the sheer scale of the 
scenery around you. You find 
yourself running through a huge 
variety of arenas. The overall tone 
is one of darkness, but just as 
things are getting a little too 
depressing you’re dropped into a 
level which totally changes the feel 
of the game. Look out for the 
modern art-inspired room on World 
Three or one of the countless 
outside arenas found throughout 
the game. The most impressive 
parts of MDK, though, are the 
'mirror mapped’ levels. In fact an 
effect like this has never before 
been seen on the PlayStation, and 
Shiny are particularly proud of 
their work. Take a look at the 
screenshots and you soon see 
why. It was first thought that these 
glass levels wouldn’t make the 
transition from the PC version, but 
it just goes to show what a little 
bit of effort on a software 
company’s behalf can achieve. 
Others take note. 

The visual fest doesn’t end with 
the stunning glass levels though. 
There’s plenty of other neat 


graphical touches to keep your 
eyes happy at all times. But to tell 
the truth, a lot of them are missed 
first time round due to the speed 
at which the game takes place. 
This, however, is a good thing. My 
biggest moan about MDK is that I 
had reached the final world by the 
second day of play, and I finished 
it on the third. I'm not saying that 
I had seen everything the game 
had to offer, but I expect to be 
playing a game for longer than 
three days before it’s completed. 
I’m currently playing it on hard 
mode but I can’t really say that 
I've noticed any change in 
difficulty. 

Musically MDK is very repetitive. 
There’s one movie soundtrack-type 
piece that sounds like a poor Star 
Wars rip-off, but thankfully the 
spot effects make up for this. The 
explosions, especially when you 
get into a heavy gun fight, gun fire 
and ricochets sound as though 
they've been kicked around Shiny’s 
sound studio with a brand-new 
pair of Predator footy boots to 
make the battle seem even more 



/ Andy Warhol presents... 
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Day Tripping 


Let’s face it, most of us would use any excuse to 
get out of a day’s work, so when we were invited 
up to the plush riverside Interplay mansion in 
deepest Buckinghamshire to talk with Shiny boss 
Dave Perry we jumped at the chance. Only thing 
is, it meant getting up at seven in the morning 
and spending two hours each way in the car with 
Darren, but you've got to take the rough with the 
smooth in this job. 

The visit was planned so we could get the low- 
down on Shiny's first PlayStation title MDK, but 
one of the first things we learned was in the 
beginning Shiny were not planning any console 
versions of the game at all. 

Dave says, "When we did MDK people asked if 
there would be any console versions and I said 
'no' because I didn't think it would be possible". 
Well from what we've seen, the programming 
team have come up trumps in dealing with the 
problems that re-coding the PC version presented. 
Some of the core gameplay of the PC version has 
been taken away, "to take away the frustration 
because frustration is no fun at all!’*. Never a truer 
word said. 

It seems that coping with the superior graphical 
handling of the PC caused some major headaches 
for the PlayStation programming team, especially 
the spectacular glass levels. Dave told us, "some 
levels are made out of glass. The idea is that 


you’re supposed to feel a bit lost in there. The 
glass actually had reflections of the world in it 
and reflection mapping is something you don't see 
on the PlayStation, so I just assumed that it was 
something that couldn't be done". How wrong he 
was, because these are some of the best-looking 
levels we've seen on any PlayStation game. 

Talking about the Sniper mode, Dave also 
explained how difficult it was to produce the three 
camera views at the top of the helmet. "You have 
three different camera views in sniper mode and 
the whole world has to be re-rendered three times 
for the camera views plus the main view, and 
things still have to run around convincingly fast, 
so I thought that was impossible". Wrong again, 
Dave, your team has done an excellent job in 
making this a worthy addition to the sniper mode. 

These were just a few of the problems that we 
found out about on our visit, but having seen the 
end result we can see what just a little 
perseverance can achieve. 

Programming the PlayStation version of MDK 
has not been an easy task, but Dave and his team 
have done an excellent job on their first 
PlayStation game. 

Thanks to Dave for his time and the lovely 
Alison for her hospitality. Oh, and apologies to the 
green Cavalier I nearly totalled on the motorway. 



frantic. 

Apart from the longevity 
question, I can't really fault MDK 
at all on the gameplay or graphics 
fronts. There’s enough here to give 
the game its own unique feel and 
thankfully the old Shiny sense of 
humour has found its way into the 
game. Watch for the pickled 
upside-down cows in the display 
tanks (Shiny president Dave Perry 
has something of an obsession 
with cows) or the yelping health 
power-ups that you have to chase 
around at the beginning of some 
levels. You often find yourself 
raising a smile as you notice 
subtle little nuances throughout 
the game, but you won’t be 
visiting the Accident and 
Emergency Dept, to have your 
sides sewn back up. The 
opportunity to get hold of 
weapons from the Earthworm jim 
games adds to the replay value 


and it also gives you the 
motivation to find all of the secret 
levels. 

The infamous pseudonym of 
MDK says more about the game 
than most people think. Murder 
Death Kill as it’s been known to 
most for about a year now sums 
up the content of MDK beautifully. 
Your brain isn’t taxed by devious 
puzzles, but your hands struggle 
with some of the more difficult 
platform and combat aspects of 
the game. With a host of original 
ideas, cool graphics and some 
exciting gameplay to boot, I can 
just about forgive the lifespan 
problems. MDK makes one of the 
better choices this Christmas, if 
you fancy a little killing spree after 
your turkey and 
cranberry sauce. 

SAUL 








Second Opinion 


Innovative superhero, top- 
notch visuals, okay audio, 
and DEATH! 

The lack of brain power 
needed to complete this 
game is a downfall. Sniper 
mode falls short as a 
necessity, but is still fun. 
Original ideas, but not 
enough to tickle my fancy. 

Darren 
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in summary 


Excellent first PSX effort from Shiny, 
which just falls short of greatness. 
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Birds, blokes, blood, 
boobs and bollards - 
something for everyone! 




been predicting it for years. The 
year 2000 has come and gone 
with not a smell of world 


destruction. So what's he going to 
do? Simple • destroy it himself. 
This would seem a slightly 
difficult task for you or me, but 
according to the manual he's up to 
the job. And the only thing that 
could possibly stop him is • yes, 
you've guessed it - a Fighting 
Force. 

This elite kick-ass squad consists 
of four characters, any one of the 
four can be chosen to finish off 
the Doc. But who are they? Firstly, 
let’s talk tottie - top tottie! Mace 





Daniels is as fit as a Baywatch 
beauty and could easily slap 
Hasslehoff into submission, and 
Alana McKendrick is a young raver 
tripped out on drugs supplied by 
her father. Dr Zeng (gasps of 
shock). Next it's the boys, Hawk 
Manson and Ben (Smasher) 
jackson; who the hell thought up 
these names? Anyway, Hawk's the 
handsome one who would do 
anything to get Mace in the sack, 
and Ben's the big thicky who 
couldn’t even spell 'sack', let alone 
get anyone of the opposite sex 
into it. 

After picking your character it's 
off to put it about on the streets. 
Each maverick has a large array of 
moves, some of which are listed in 
the manual, and some not. But 
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after a level or so. you start to find 
those hidden moves and throws 
and also manage to link the ones 
you were graced with from the 
beginning. As well as kicks and 
punches, weapons such as iron 
bars, baseball bats, bottles and 
knives can be found and wrapped 
around the nearest villain’s face. A 
selection of firearms can also be 
found or stolen from attackers. 
Firing a pistol at point blank range 
into an opponent’s head is very 
rewarding. The moves are exciting, 
blood-provoking and one of the 
big plus points of the game. 

To add a little variety to this 
mass punch-up, you can also 
throw many of the objects you 
pass on your travels. Pass a car, 
kick it in and throw the tyres at 
the hooligans sitting on the street 
corner. This ‘kick everything you 
see’ approach may seem like 
pointless violence, but you get 
points for doing it - stupid! On 


Second Opinion 


This is definitely not up 
my street - too boring and 
repetitive for my liking. 
Everything looks good, but 
gameplay seems to have 
taken a back seat. 

Saul 


completing a level you receive 
‘destruction points'. Each level has 
a certain amount of walls, 
machines, cars, televisions, Coke 
machines, token machines and the 
like that can be smashed. Miss 
them and you miss out on the 
points. You also get points for 
collecting the dropped money and 
gold from the villains you kick the 
shit out of. These nasty men and 
women also drop health pick-ups 
in the form of, wait for it... 
sandwiches. These burly nutcases 
stroll around waiting to plunge 
broken bottles into the faces of 
the innocent, then after losing in a 
blood-spattered brawl, drop a 



round of cheese sandwiches. Come 
on, wake up, spell the waffles! 

All of these kickin’ sessions take 
place in large, well-drawn areas, 
which are well detailed and very 
realistic. The animation of the 
characters is good, but the girls 
walk like they’ve been on the 
game for the past year, and the 
boys... you can probably guess. 

You can use the L2 button to zoom 
in and out of the scenes to get a 
broader view of what’s happening 
around you. 


flaws for Fighting Force to be a 
great game. The two-player mode 
adds longevity to the game, but it 
becomes a little too boring too 
quickly, though if you’re a beat- 
’em-up crackpot you might think 
differently. I found it felt good at 
the start, but slowly became 
tedious, rather like shagging an 
old dog after too many 
pints. 

DARREN 



ITS BAAD MAN 

There are a few points that really 
let the guys and gals of Fighting 
Force down. On many of the levels 
our heroes can physically walk 
through vans, cars, trains, 
benches, boxes; you name it, they 
can walk through it. The 
underground section with the tube 
train is particularly bad. You can 
walk onto the rails and into the 
side of the train, out of the other 
side and into darkness. 

Turning the knife even more, the 
enemies run around the levels like 
headless chickens. One of the 
best-looking settings, the Mall, is 
let down by the fact the villains 
get stuck behind the chairs and 
tables, then run on the spot like 
they’re on a treadmill. These 
zombies only get their brains into 
gear when your character actually 
attacks them. The baddies' routes 
of movement and designated 
points are too obvious; every 
character that enters the screen 
runs to a certain position before 
fighting, even if they have to run 
through you. 

There are definitely too many 


“...zombies only 
get into gear 
when your 
character actually 
attacks them... 
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Test Drive 4 


Ten cars, six tracks and buckets of gameplay... 


T o produce a successful 

driving game these days you 
have to come up with either 
a spankingty-original idea or 
vastly improve on an already- 
established game style. EA have 
gone for the latter option, and Test 
Drive 4 is all the better for it 
There's no novelty factor, no guns 
and no turbos, just ten of the 
world's toughest and fastest cars 
racing over five tracks that cover 
the globe. 


At first glance, Test Drive 4 looks 
incredibly similar to The Need For 
Speed, also published by 





Electronic Arts. One of the teams 
involved in the development 
alongside Accolade was Pitbull 
Syndicate, the people behind 
Destruction Derby. Although there’s 
no all-out destruction in Test Drive 
4, Pitbull’s carnage influence rears 
its head occasionally. 

Rather than simply including a 
host of modern sports cars for you 
to speed around the streets of the 
world. Accolade also give you the 
chance to drive five classic 
American petrol-guzzling muscle 
cars. As well as taming the space- 
age Jag XJ220 and the Nissan 
300ZX. you can also get your kicks 
on Route 66 in a Shelby Cobra and 
the classic 1969 Corvette. 

The difference between the cars 
in Test Drive is phenomenal. Okay, 
all driving games claim that their 
cars drive differently, but no game 
can match the drastic handling 
changes between cars here. It's not 
just a case of modern car = good 
handling, old car = poor handling 
either. In fact some of the newer 
cars don’t handle half as well as 
the classics, but you get the 
advantage in acceleration and top 
speed. It takes you ages just to 
tame one car, and with ten to 
choose from you’re not going to 
put down Test Drive 4 for a long 
time. 

No matter how good you claim 
to be at driving games, Test Drive 
4 soon destroys your confidence. 
It’s extremely hard at first, but the 
learning curve is set perfectly to 
give as much long-lasting 
enjoyment as possible. All input 
devices are utilised so you have 
the choice of a normal pad, an 
analogue pad. a steering wheel or 
a Negcon. We’re lucky enough to 
have all of these in the office and 
the steering wheel is by far the 
best to use, but it really doesn’t 
matter what you own as Test Drive 
4 is great fun with any of them. 

Using a steering wheel makes 



Test Drive 4 extremely realistic, but 
not so much that it’s impossible to 
play. A realistic arcade game, if you 
like - the action is too fast-paced 
for it to be a driving simulation, 
but the power slides and car 
handling seem extremely real. This 
makes for a very enjoyable but 
somewhat bumpy ride - just the 
way we like it. 

Cruising down an open road at 
isomph is a breeze until you come 
into traffic going at half your 
speed. You’re hauling ass all over 
the asphalt as you battle to 
swerve in and out of the civilian 
cars. Inevitably you collide with 
one, causing a minor prang or at 
times a full-on pile up. There are 
no set-piece crashes, so every time 
you ram another car the outcome 
is different. Sometimes you just 
bounce off and skid into a wall, 
but you can also take to the air 
and perform a couple of flips. The 
type of crash depends on the 
angle and speed of the impact. 

The crashes look excellent, 
although they do happen 
extremely slowly, almost as if the 
cars are wading through treacle. 
This is a shame because the rest 


of the game is very fast. 

The tracks themselves are set 
over five worldwide locations. 
Keswick, England, takes in the 
usual greenery, hills and sleepy 
villages along an extremely narrow 
and twisting course, covering dirt 
and cobbled surfaces as well as 
normal road. San Francisco is by 
far the most fun track to race. You 
start on a huge sweeping highway 
as you drive into the city. Reaching 
top speed here is easy until you 
hit the tight corners and incredibly 
steep hills, as seen in most 
American car chase scenes. You 
take to the air as the ground 
disappears beneath you, but once 
you land you have to snake your 
way through intersections with 
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traffic coming across you. If you 
clip a car you’re sent tumbling out 
of control down the next hill. 

Switzerland starts much like the 
English course, but after a while 
you’re taken out onto some pretty 
impressive snow-ridden 
mountainside roads where lack of 
grip takes some getting used to. 
The Japanese course takes you 
through some lush countryside 
and through to a city where you 
have to deal with crossroads and 
speed ramps as well as 
negotiating some nasty corners. 
The final course, Washington, is a 
real speed-fest with huge open 
roads and only a few tight corners, 
lust watch out for the traffic. 

A good feature on all the 
courses is the other traffic turning 
onto the road out of junctions. 

This causes some hairy moments 
as you jam on the brakes and 
swerve to avoid the blind gits who 
couldn’t see you coming at full 
speed. You also have to contend 
with the local law enforcers, who 
don't take kindly to you driving 
high-powered sports cars at great 
speed around their roads. If you 
pass one, it’s Smokey and the 
Bandit time as you have to floor it 
to avoid getting stopped. If the 
rozzers catch you up you 
automatically come to a stop and 
lose valuable seconds. 


Second Opinion 


Test Drive 4 hasn't quite 
got the impact of TOCA or 
the other top racing 
games, but it certainly 
comes close. It's good to 
see some classic cars 
racing alongside the likes 
of |ag XJ220. It's awesome 
with a steering wheel and 
cool with an analogue. 

Darren 


My only concern is there may 
not be enough tracks to keep you 
playing for as long as you’d like. 
Admittedly, each lap takes an 
average of around four minutes to 
complete, but there are no 
shortcuts or different routes for 
you to try. The different car 
handling and the competitors do 
help to make every race different 
from the last, though. There’s also 
plenty of cups and challenges to 
take part in, and there’s even a 
drag race. Test Drive 4 has a link¬ 
up two-player option which is 
excellent, though we’re just not 
too sure how many people will 
take advantage of it. There is a 


“...A good feature 
on all of the 
courses is the 
other traffic 
turning onto the 
road out of 
junctions...” 


duel option where you can choose 
two cars to race on one track 
separately. On the second race the 
first car appears in ghost mode so 
you or a friend can pit yourself 
against it. This is a bit of a half¬ 
hearted attempt at a two-player 
mode but it does work, for a 
while. 

The engine noises are all very 
realistic and the sound as you 


pass a slower car is excellent. Your 
engine sound also changes when 
you select one of the many 
different perspectives. The music is 
pretty standard fair for a driving 
game though. 

The cars and scenery look the 
part, and given the speed of the 
game it hardly ever glitches. The 
tracks are sufficiently different, and 
new hazards are thrown at you 
constantly so there’s plenty here to 
keep you interested. What makes 
Test Drive 4 one of the best 
driving games around, though, is 
the fact that it’s extremely realistic, 
fast and fun to play all at the 
same time, which is a very rare 
occurrence in today’s hard-fought 
driving game market. There are no 
real-life tracks, stats or drivers’ 
names, and although the visuals 
are of a very high standard, it 
doesn’t look revolutionary, but it’s 
got gameplay that makes it 
extremely hard to put 
down once you’ve 
started playing. 

SAUL 
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If you’re in a jam and you’ve no one to turn to, then equalise the odds with the help of Swindlers Inc. All of the 
honest secrets in all of the hottest games are revealed in these pages, every issue. 


MOTO RACER 

Enter these codes on the Title 
screen (Start/Options) by using 
the Player 1 controller. 



Pocket bike mode 

t, l , ED. H, i , T , ID, X 
Ultra boosted bike 
T , t , t , A, CD, A, EB. t, 
t, X 

Activate all 10 tracks 

T, t, i , i , , IS3, 

A, X 

50 kph Al bikes 



4, 4, 4, O, CD, , 0, 4, 

4, X 

Victory movie 

□ .A, O, A, , A, o. t, 

0, x 


Reverse mode 

, 0 , 0 , 0 , 

A, X 

Night mode 

t,o, 0 , 4, a, o, 

CD, X 

Activate the 10 tracks in 
Reverse mode 

4, l, ■ 4 , 4 -, t, T, O, 0, 

A, X 

Credits movie 

O, A, , O, A, , t, 

X 

FELONY 11-79 

Access all Tracks and Cars 

At the Start/Selection screen, 
unplug the controller from Port 
1 and plug it into Port 2. 

Hold the Aand press CD, Sand 
CD simultaneously. Release CS, 
0, CD, but continue holding 
down the A button. Now while 
still holding the A button, 
press CD then release, press 0 
then release, and then press 0 



and release. 

You hear an explosion to verify 
the cheat has worked. The last 
three-button sequence must be 
performed quickly and 
rhythmically. This cheat is very 
hard to perform, but it does 
work. Don’t give up! After 
successfully inputting it, return 
the controller to Port 1 and save 
the code to a memory card. 

FROGGER 



To activate these cheats, go 
into the game and press Start 
to pause it, then press Select to 
enter the ‘Continue/Quit’ screen. 
Here enter the following codes. 
A message at the bottom of the 
screen will verify that the code 
has worked. 


Infinite Live 

. A, , A, X 

Open all Zones (ie. first level of 
each of the themes) - 

, A, , A. CD, 0, 0, 

0, O 

Open all Levels 

t A, , A, 

O, A. ,4 
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ACE COMBAT 2 

Music test 

Complete that game with a rank 
higher than First Lieutenant and 
a section for music player mode 
appears in the Options menu. 
Any of the 28 music tracks on 
the game disc may be played. 
Press CD or IS to jump to the 
next track, CD or CD to jump to 
the previous track, O to select 
a track, Select to toggle the 
screen, and , A, or X to 
quit. 



Alternate mission map view 

Highlight the ‘Mission’ option 
on the Mission Selection screen, 
and press Select. Three new 
viewing angles may be selected. 

G-POLICE 


*Note* The game will not 
progress past the current 
mission when this code is 
enabled. However, it may be 
used to try various strategies 
and options prior to playing in 
normal mode. 


W5a@4&Wm 


rcfcp tsiwvi | « 

A 8 C 0 E f 6 H I 

/ J K l M N 0 f Q R 

m S T U V W X Y 2 s 

l • 

® Eat* © Delete Panctcf ® E<tr Chaitltr 


Passwords 

Mission 2 - OLEFGLPI 
Mission 3 - WDZWTYQI 
Mission 4 - STXGIDEA 
Mission 5 - WZKVOFFA 
Mission 6 - GRXJTYGA 
Mission 7 - IMWGTDXI 
Mission 8 - YMPCUZYI 
Mission 9 - YWVFHNAJ 
Mission 10 - WNLUJSBj 
Mission 11 - UGSIBPNA 

HERCULES 


All weapons, unlimited 
ammunition 

Hold EI + EI + CD + CS + O + 
A + and press Left at the 
weapons Loadout screen after 
the mission briefing. A sound 
confirms correct code entry. 



Level Passwords 
The Hero’s Gauntlet: Serpent, 
Medusa, Coin, Medusa 
Centaur’s Forest: Centaur, 
Hercules Silhouette, Minotaur, 
Archer 

The Big Olive: Centaur, Coin, 
Serpent, Hercules Silhouette 
Hydra Canyon: Coin, Gladiator 
Helmet, Coin, Soldier 
Medusa’s Lair: Archer, Pegasus, 
Archer, Centaur 
Cyclops Attack: Gladiator 
Helmet, Pegasus, Hercules 
Silhouette, Archer 
Titan Flight: Soldier, Coin, Coin, 


Thunder Bolt 

Passageway of Eternal Torment: 

Medusa, Soldier, Centaur, 
Pegasus 

Vortex of Souls: Soldier, 
Lightning Bolt, Soldier, Centaur 
End: Pegasus, Soldier, Centaur, 
Soldier 

ODDWORLD: ABE’S 
ODDYSEE 

Level Select 

At the first Options screen, 
where Abe says, ‘Hello’, hold CD 
and press i , , 

O, , A, O, 

View FMV sequences 

At the first Options screen, 
where Abe says, ‘Hello’, hold CD 
and press T , , O, 

A, T, -► 

RAPID RACER 

*Note* indicates a space. 

Duck mode 

Enter _QAK as a player name. 



Hurricane mode 

Enter HURR as a player name. 

Extra Boats 

Enter _BOA as a player name. 

All daytime courses 

Enter _DAY as a player name. 
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Race on specific daytime course 

Enter D_<number> as a player 
name, <number> being the 
desired course number. 

All night courses 

Enter _NIT as a player name. 


All mirror courses 

Enter RRIM as a player name. 

Race on specific mirror course 

Enter M_<number> as a player 
name, <number> corresponds to 
the desired course number. 

Always win race 

Enter WINR as a player name. 

Porsche mode 

Enter BXTR as a player name. 

A memory card containing a 
saved game file from Porsche 
Challenge must be in the 
PlayStation. 


letter ‘R’ in the word ‘CRISIS’, 
then shoot the crosshairs that 
are next to the word ‘TIME’ 
twice. A cheat menu with life, 
credit and shot options will 
appear. These options may be 
used to enable nine lives, 
unlimited credits, and no reload 
mode. 

Alternate reload 

Press A, O, , or X on a 
standard controller in port two 
to hide or reload instead of 
using the red gun button. 

PANDEMONIUM 2 


Race on specific night course 

Enter N_<number> as a player 
name, <number> corresponds to 
the desired course number. 

Enable fractal track generator 

Enter FRAC as a player name. 



TIME CRISIS 



Cheat mode 

Wait until the main screen with 
the three target boxes appears. 
Shoot the exact centre of the 


Extra lives 

Enter your password on the 
Password screen as ‘IMMORTAL’. 
On entering the game, you’ll be 
awarded with 31 lives. 



Vi«l£« ««i#n£ c£«icr£ 


Rapid Racer 132 99 

G*»ce 14299 

Moto Racer 13699 

Croc.136.99 

Pandemonum 2.139 99 

Red Alert.139.99 

Street Rgttr 6u.. £42.99 

ArCombaL..____13299 

D*e N*em 30 .£39.99 

Overboard__ 139.99 

Parrapa The Rapper £28 99 

Colon* Win_139.99 

Hard MM_£29.99 

FSS Fantasy VI..-144J9 

TaneCnsu ♦ Gun.159.99 

Actua Soccer 2- 139.99 


n Tmofl ..... 
\ Jam utreme 




WE STOCK, pummow SATURN. 300. 32X. JAGUAR, SUES. MEGAORIVE S. 

FAMCOM. GAMEBOY. UfNX. GAMEGEAR, NEO GEO (CO) NWTENOO 64 
PLAYSTATION SALE (UK) PLAYSTATION IMPOKT 

£14 99 Marvel Super Heroes (USAj.144 99 

CastJevania (USA).. 159 99 

Treasure of the Deco (USA). 149 99 

Meghan X4 (USA) £44 99 

GPoltce (USA) £49 99 

149 99 

114 99 Wit) Arms (U5Aj i49 99 

£14 99 Final fantasy Vfl (USA).15999 

£14 99 Form* One 97 (USA, £49 99 

£14 99 Resident Evil Oreclor s Cut (USAj £44 99 

£14 99 Busido Blade (USA) 154 99 

114 99 Ofe Baffle (USA) £59 99 

114 .99 Point Hank I Jap) £59 99 

..£14 99 TaneCnsislJapi 174 99 

114 99 Runabout (USA or Jap) 154 99 

114 99 Rarstorm (USA) 14999 

£14 99 So*ooen (USA) 139 99 


Supersonic 

Mcon5... 


FaW Round GotffUSA). 


1699 


• PlayStation foe ttoaaa apodal prlcaal 
> lat claaa poat 


TEL/FAX: 01202 527314 





il ns,., 

PlayStation 

cheats tips Et solutions 


mrliMln fufl voKitum tu Imtl htnint VW 


Definitive 
PlayStation 
Cheats, Tips & 
Solutions 

Includes the full Final 
Fantasy VII Solution. 
£8.99 from all good 
computer game and 
book stores. 
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SPICE 

The siren’s back 
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ACrash Bandicoot 2 
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Hyper-kinetic, 
Psychedelic, 
Techno Insanity 

WIN! 
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£1500 
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IT’S A 111.OOUY M \U I OUT THERE! 


id nuaa 


mm. experiences, ok simply him to kiim.u k that joyhau you 

lll l>I II I.OOK AT WHAT’S HOATIM; lKill NO Till: COSMOS AT THIS VKKV 1*01 \ l 


I'llOIM I IMi THEM. SO I IIKKK'S XO MHH1I M.l 01 POOP AMI .VOT-SO-OOOO 


IF YOU'RE LOOKING FOR l»l ItIMIIK MS TO IMPROVE YOI R GA 
ACCIBBNTAUY TROD OK WHILE PISSED, HERE'S THE HOST IN 
IT TIHF 

UTESSORIES ARE NICE UTTLE EARNERS FOR THE COHPANIE 
HEAR ON WHICH TO SPEND YOI R ILL-GOTTEN GAINS. EVERYTHING ON THE NEXT FEW PAGES HAS BEEN TESTED. AND I IMIN'T JUST MEAN A 
FEW TINHERS ON APPROPRIATE GAMES. TESTING INCU DES A GOOD KICKIN’. THOSE HUGE ARCADE JOYSTICKS LOOK ARD. BIT CAN THEY 
WITIISTAND THE PISSED-CP FAG-BITT Sill FI LE? 

SCORES ARE OCT OF 10. 



ASCII WA R E 


/1SCIIPAD 

RRP - £29.99 
Same features as the 
Asciipad, but also includes 
slow motion and turbos. 
VERDICT -Again, 
another good quality | 
pad, but does 
anyone really use 
gimmicks like slow 
motion? 

8/10 



RRP - £24.99 
Features programmable 
buttons, one-piece 360 degree 
directional disk, ergonomically 
designed. 

VERDICT - Great on RPGs. 

One size fits all! It doesn’t suit 
every game, but it doesn’t 
claim to either. Feels like you 
have someone else’s knob in 1 
your hand. 

8/10 


ASCIIPAD 


ISED) 




RRP £15.99 

Features 360 degree directional 
disc for enhanced precision, sturdy 
ABS plastic construction, 
ergonomic design. 

VERDICT - Top- 
quality pad. 
Closest you 
can get to 
the official 
one. 

9/10 


/« 




V 

•• x 


& a, 


ARCADE STICH 


RRP - £49.99 
Features rugged steel 
control stick and base. 
Microswitch 
technology for 
precision gameplay. 
VERDICT - Ideal 
for those arcade- 
style games a 
joypad just can’t 
handle. Also 
enough room to 
rest a fag on. 

8/10 




p **t 


AlfLAgr 


RRP- £69.99 with pedals, £49.99 without 
pedals 

VERDICT - Outstanding response, 
pedals nicely angled. 

9/10 




mP5 

LIGHT GUP 

RRP- £29.99 
Features recoil, special 
~~ weapon button, combined auto 
reload and auto fire, auto reload only and normal 
modes. Manual reload too. Namco compatible. 
VERDICT - The only light gun that actually looks 
like a gun - you could easily hold up a bank with it. 
Great features. 
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feature 



memoRV 
CARD imB j 

RRP- £14.99 

Features 1 Mb of memory. Available in 
silver, yellow, blue, red, green, black, and 
clear. 

VERDICT - Standard memory card, no 
added features. 

7/10 


PRO ARCADE 
JOVSTICH II 

RRP- £34.99 

Features arcade style layout with micro 
switches, eight fire buttons, multi¬ 
speed slow motion and turbo/auto fire 
with function LEDs. 

VERDICT - Another very good arcade 
stick, a 'must have’ for beat-’em-ups. 

9/10 




A H TEDDER 

RRP- £7.99 

Gives you an extra two metres of 
controller cable. 

VERDICT - Ideal if you're long 
sighted, otherwise... 

6/10 




uniT 

RRP- £14.99 
Converts NTSC to 
Pal. 

VERDICT - Slight 
interference 
causes picture to 
jump occasionally. 


SCART 

RRP- £7.99 

Features superior picture definition. 
VERDICT - If your telly is 
compatible, buy one! 

9/10 

HA*4JAnON 



L/R CABLES) 

RRP- £9.99 

Links to telly and external sound source. 
VERDICT - If you've got the equipment, 
then blast it out. 

9/10 


SVSTEm 

RRP- £9.99 

Links two PlayStations together. 
VERDICT - If you have the equipment 
and the suitable software, it is a must 
have. 

9/10 



HVPER 

DRk/E 

RRP- £19.99 

2-in-1 Hyper Controller with steering wheel. 

Three-way interchangeable thumb 
controller. Slow motion, turbo fire. Available 
in red, black, clear. 
VERDICT - Good pad, but steering wheel 
is very hard to use. Other attachments work 

well. 

8/10 




HVPER 
COnTROLLER 

RRP- £14.99 

Features standard PlayStation D-pad and 
buttons, but with turbo and slow motion. 
Available in black, yellow, blue, red, green, 
grey, clear green, clear blue. 

VERDICT - Well designed, comfortable to 
hold. 

8/10 


HVPER 


COf"ITROLLER 
(SPECIAL EDITIOns) 

Hyper Fighter, Hyper Combat, Hyper Extreme, 
Chromed (silver, gold, red) 

RRP- £19.99 

Features are the same as the Hyper 
Controller, but available in blood-and- 
bandages design, combat design and 
one that glows in the dark. 

! VERDICT - Gimmicks sell products! 

8/10 
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RRP- £79.99 — 

Features foot pedals. A 
f-xaru) stylo cjear ch.mtj<\ M /'■/ 

standard eight directional * 

control and eight action 

buttons. 

VERDICT - Another fine steering, but pedals are not 
takes a while to adjust to them. 


PSH LIGHT GUP 


angled perfectly 


RRP- £19.99 

Features turbo fire with auto reload, 
special action button. 

VERDICT - Less features than the other 
guns, and slightly more expensive. Not 
bad, but definitely not brilliant. 


psh memoRV 
card imB 


RRP- 11.99 

Features 15 blocks of memory. 
VERDICT - Standard memory cards. 
Cheap, but no added extras. Comes in 
various colours. 


RRP- £11.99 
1 Basic PlayStation 
I joypad; no extra 
I features. Comes in 
L various colours. 

L VERDICT - Looks 
ft and feels cheap; 

■ one for kids with 
I tight parents. 


RRP- £9.99 

Improves picture and sound 
quality by using the PSX Euro 
AV lead to connect your 
PlayStation and TV - 
television must 
have Scart 

Socket. y 

VERDICT - A 

‘must have’ if \ 

your telly is 

compatible. 


RRP- £9.99 
Serial link cable to connect two 
PlayStations for head-to-head combat. 
VERDICT - If you’ve got the equipment 
and the software, the serial link is 
another 'must have’. Great fun! 


RRP- £14.99 

^ Features turbo fire, auto-fire, slow motion. 
VERDICT - Basically the same as the PSX 1 but with 
additional features nobody really uses. 
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feature 


Interact 



PROGRAm 


PAD 


RRP- £29.99 

Features ten programmable 
fire buttons, dynamic/non¬ 
volatile memory, auto-fire 
and slow motion control, 
specially designed 
transparent case. 

VERDICT - Fits hands very 
well. Very sturdy, nice 
design. Maybe a bit expensive. 

8/10 


LIGHT 


X pirahha PAD 

RRP-C16.99 

Features auto-fire, slow motion and 
3m of extra long lead. Believe it or 
not, has improved 'European* 
hand-sized grips. 

VERDICT - Not the best pad 
| we’ve seen at this price. Put a 
f £9.99 price tag on it and you might 
be talking business. 

6/10 




/4RCADE 

RRP- £39.99 
Features sturdy 
construction, solid metal 
base, four auto-fire speeds, 
three slow motion speeds. 

VERDICT - Big and bold. Easily takes a good 
kickin’, great for those arcade style games. 
8/10 




RRP- £24.99 
Features four 
mode selection, 
hyper button for 
special weapon, 
five LED indicators 
blinking 

sequentially when 
firing, ergonomically 
designed. 

VERDICT - Comfortable grip, sights good 
but not brilliant. Flashing lights aren't 
essential, but little gimmicks like that add 
to the appeal. 

5/10 



GAfTlEPADS 

RRP- £9.99 

Features standard PlayStation 
button set-up, available in several 
colours. 

VERDICT - They're not the best, 
but they're cheap! 

7/10 



RACIflG WHEEL 

RRP- £79.99 

Features 300 degree rotation, three tilt and four height 
positions. Fully adjustable sensitivity, three standard 
and one customised. 

VERDICT - Top quality. Either plonk it on the table or 
between your legs. Suits anyone's preferred driving 
position. 

9/10 


comPETiTion 


PRO PS 18 .* 

RRP- £19.99 _ 

Features auto fire, turbo fire, eight action 

buttons, eight-way superswitch and slow motion selector. Also 

boasts a one-year warranty. 

VERDICT- Not bad, D-pad slightly dodgy. 

6/10 



comPETiTion 

8 


RRP- £14.99 

Features auto fire, turbo fire, eight-way 
"superswitch, slow motion selector. 

VERDICT - On a par with the PS 18, and a fiver 
cheaper. 

7/10 
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PROTECTOR eun 

RRP- £14.99 

Features ammunition reload, three speeds 
of reload timing and special weapons 
launch button. 

VERDICT - Even though it looks like a water pistol, its 
light sensor is very precise. Not the meanest-looking piece, 
but does its job very well. 



5 DOfllinATOR 
UOVSTICH 

RRP- £29.99 

Features LED display panel. Digital, 
analogue and Namco modes. Also 
eight fire buttons and slow motion. 
VERDICT - Useful on flight sims, but 
apart from that it’s pretty redundant. 
6/10 


8/10 


FTIASTER PAD 32 

RRP- £17.99 

Features the usual auto fire, slow motion, LED 

display panel and extra-long cord. 
VERDICT - Smooth 
looking, but D-pad may be 
a little small. Quite 
expensive at eighteen 
smackers. 

7/10 




TOP : 

GEAR WHEEL ADD PEDALS 

RRP- £69.99 

Features self centring technology, wheel rotation angle select, nine fire 
buttons and an eight-way directional cursor. 

VERDICT - Excellent steering wheel. Very responsive, and now includes a 
foam hand grip around the wheel itself. 

9/10 


EHPLORER PAD 


RRP- £17.99 

The features are basically the same as the 
Master Pad except for the button positions. 
VERDICT - The D-pad is a 360 degree 
directional pad, but still too small. 

7/10 


mEmoRV 
CARD imEG 

RRP- £12.99 
Saves up to 15 blocks of 
memory. Boasts 
uncompressed memory. 
VERDICT - Cheap, and it 
shows. 

6/10 





- Blaze's VRF1 Arcade Steering Wheel, Erazer Light Gun, Pro Arcade Joystick 2, Hyper Drive pad, 
Hyper Chromed Pad, Hyper Combat Pad, Memory Card, Scart Cable, and System Link Cable. 

- Spectra Video’s Explorer 32 Pad, Dominator Joystick and Protector Light Gun. 

- Gamester’s PSX Light Gun, PSX I Joypad and PSX II Joypad. 

If you fancy winning any of these prizes, simply send us your name and address with the answer to this quickie question: 

A. A way of representing information that uses a continuous range of values. 

B. A large turd. 

C. Captain Kirk's diary of homosexual encounters. 

Send your answers to: extreme PlayStation Magazine, Quay Magazine Publishing, Quay House, The Quay, Poole, Dorset, 
B15 1HA. Closing date: January 31st, 1998. 













FREE 32-PAGE FULL-COLOUR PLAYER’S 

GUIDE TO GOLDENEYE 007 



EVERY UK 
& IMPORT 
GAME RATED 
IN THIS 
ISSUE... 

I\IFL Quarterback Club ’98 
Diddy Kong Racing 
GoldenEye 007 
Duke Nukem 


Authoritative Xmas buyer’s guide to N64 accessories 


Extreme G 
Lylat Wars 
Clayfighters 63 1/3 
FI Pole Position 
Mace - Dark Age 
Bomberman 64 
Top Gear Rally 
Doom 64,... 


Cheats 6 
Tips for 
every N64 
game, ever! 
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Wars 


Full 


player’s 

guide 


THE ONLY N64 MAG YOUTI EVER NEED 
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Subscriptions & back issues 
The subscription rate for 12 issues 
is C24.00 (UK). C34 (EU). 244 (World) 
subsG0quaynet.co.uk 

Distributed by: 

USM Distribution Ltd 

Cover artwork supplied by: 

Core Design 

Thanx & Respect to: 

Pete Devery G* Sony Computer 
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Nathan Wilson <00 Ocean 

Suzie Hamilton G 0 Core Design 

Steven McKevitt, Martin Bramall G0 
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extreme PlayStation is a fully 
independent publication and is no 
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Computer Entertainment product. 
The views expressed herein are not 
necessarily those of Sony Computer 
Entertainment or its third party 
software publishers or developers. 

No part of this magazine may be 
reproduced without the written 
permission of the publisher. 

© Quay Magazine Publishing Ltd 
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01993 844885 


L EYblTEMENT L 
H *\ DIRECT H 


OR FAX ORDERS to 01993 840750 

POSTAGE FREE FOR UK 

FAST DELIVERY SERVICE 

UsuaJty within 3 working days for games and accessories in stock 


r PlayStation Control Pads \ 




ALL MACHINES ARE FULLY GUARANTEED FOR I YEAR 
IF YOUR MACHINE IS FAULTY WE Will COLLECT IT FROM YOU AND REPLACE IT FREE OF CHARGE 

Zfi 



FINAL FANTASY 
* VII 
£ 36.99 



TIME CRISIS & 
GUN 
£ 49.99 


1DECATHLON , 

4-4-2 
2 EXTREME 
ACE COMBAT 2 
ACTUA OOLF 2 
ACTUA SOCCER 2 
AOIOAS *7 

AGENT ARMSTRONG 
AIR RACE 

ALIEN TRILOGY 
ALLSTAR SOCCER 
APOCALYPSE 
AREA SI 

AREA SI A PREDATOR GUN 

ARMS RACE 

AUTO DESTRUCT 

BALL BLAZER CHAMPS 

BATMAN A ROBIN 

BATTLESTATIONS 

BEAST 

BLASTO 

BROKEN HELIX 

BUBSY ID 
BUGGY 

BUSHIDO BLADE 

BURNING ROAD 

BUST A MOVE I 

CASTLEVANIA 

CH SHIP MAN ALL STARS 

COLONY WARS 

CONSTRUCTOR 

COOL BOARDERS 2 

COMMAND A CONQUER 

RED ALERT 

CRASH BANDICOOT 

CRASH BANDICOOT 2 

CROC 

CRUSADER NO REMORSE 
CRYPT KILLER 

crypt killer a 


CULT STATUS 
DARK FORCES 
DARKLIGHT CONFLICT 
DEATHTRAP DUNGEON 
DESCENT 2 
DESTRUCTION DERBY 
DESTRUCTION DERBY 2 
DIE HARD TRILOGY 
DIC HARD TRILOGY A 
PREDATOR GUN 
DISCWORLD 2 
DRAGON HEART 
DUAL FORCE 
DUKE NUKEM 
DUNGEON KEEPER 
DYNASTY WARRIOI 
ELEVENTH HOUR 
EPIDEMIC 
EXALIBER 

E TO BLACK 




FANTASTIC 4 
FATAL FURY 
FIFA *7 


FIGHTING FORCE 
FINAL FANTASY VII 
FORMULA I 97 
G POLICE 
GRID RUN 
HARD BOILED 
HARDCORE 4X4 
HEAD HUNTER 
HEAVENS GATE 
HERCULES 
HERCS ADVENTURE 
HEXEN 

HYPER TENNIS 
INDEPENDENCE DAY 
INT MOTOR X 
INT S STAR DELUXE 
INT SSTAR PRO 
INT. TRACK A FIELI 
JERSEY DEVIL 
JET RIDERS 
JONAH LOMU 
JUDGE DREOD 
fURA me i— 

LOST WOIU 
KI ARENA FIGHTERS 
KINGS FIELD 
KURUSHI 
LEGACY OF KAIN 
LETHAL ENFORCERS I A 2 
LIFEFORCE TENKA 
LUCKY LUKE 
MDK 
MACE 

MACHINE HUNTER 
MADDEN 91 

MAGIC THE GATHERING 
MARVEL SUPER HEROES 
MASS DESTRUCTION 
MATCH DAY J 
MECH WARRIOR 2 
MICRO MACHINES l 
MONSTER TRUCKS 
MORTAL KOMBAT TR 
MOTORACER 
MOTOR MASM 
MOTOR TOON GP2 
MTV'S SLAMSCAPE 
NANOTEK WARRIOR 
NASCAR 98 
NBA HANGTIME 
NBA IN THE ZONE 2 
NBA LIVE 98 
NAMCO MUSEUM 4 
NEED FOR SPEED 
NEED FOR SPEED 2 
NIGHTMARE CREATURES 



NHL 98 11 99 

NHL BREAKAWAY 98 12.99 

NUCLEAR STRIKE 12.99 

ODDWOHLO: ABCS OODVSS8Y 11.99 
ONSIDE SOCCER 18.99 

OVERBOARD 15.99 

OVERBLOOD 12.99 

PANDAMONIUM 2 1* 99 

PAKAPPA THE RAPPER 26.99 

PAX CORPUS 12.99 

PEAK PERFORMANCE 15.99 

PERFECT ASSASSINS 25.99 

PGA TOUR GOLF 98 11.99 

PFA SOCCER MANAGER 1S.99 

POPULOUS 1RD COMING 11.99 

PORSCHE CHALLENGE 29.99 

POWERMOVE PRO 17.99 

POWERPLAY HOCKEY 12.99 

PREMIER MANAGER 98 11.99 

PRIME GOLD 14.99 

PRO PINBALL THE WEB 12.99 

PSYCHIC FORCE 12.99 

QUARTERBACK CLUB 98 12.99 

QUEST FOR FAME 11.99 

RAGE RACER 29.99 

RALLY CROSS 29.99 

RAMPAGE WORLD TOUR 15.99 

RAPID RACER 1199 

RASCAL 14.99 

RAW PURSUIT 14.99 

RAYMAN 17.99 

RAYSTORM 14 99 

RAY TRACERS 14.99 

REBEL ASSAULT 2 11.99 

REBOOT 11.99 

RELOADED 18.99 

RESIDENT EVIL 28.99 

RESIDENT EVIL 

DIRECTORS CUT 27.99 

RETURN FIRE 2199 

RIDGE RACER 18.99 

RIVEN 41.99 

RIOT 1599 

RISE 2 • TM« MSSUMCTKH4 15.99 

ROAO RAGE 11 99 

ROAD RASH 17.99 

ROAD RASH ID 12.99 

ROBOTRON X 21.99 

rosco McQueen 11.99 

SAN FRANSISCO RUSH 11 99 

SCREAMER 2 14 99 

SENTIENT 14.99 

SHADOW MASTER 14.99 

SHADOW WARRIOR 14.99 

SHOCKWAVE ASSAULT 14.99 

SOCCER 97 12.99 

SOUL BLADE 11.99 

SOVIET STRIKE 22.99 

SPEEDSTER 12.99 

SPICE GIRLS CALL 

SPOT GOES TO HOLLYW’D 17.99 


STAR GLADIATOR 

17.99 

STREET FIGHTER EX PLUS 

11.99 

SUPER FOOTBALL CHAMP 

12.99 

SUPER PUZZLE FIGHTER 2 

24.99 

SUPERSONIC RACERS 

17.99 

SWAGMAN 

11.99 

STEEL HARBINGER 

18.99 

STRIKEPOINT 

1499 

SUIKODEN 

11.99 

SYNDICATE WARS 

11.99 

TEKKEN 

17.99 

TEKKEN 2 

18.99 

TEN PIN ALLEY 

29.99 

TEST DRIVE 4 

12.99 

TEST DRIVE OFF ROAO 

27.99 

TETRIS 

28.99 

THEME HOSPITAL 

12.99 

THE DIVIDE: ENEMIES WITHIN 14.99 

TIGER SHARK 

29.99 

TIME CRISIS 8i GUN 

49.99 

TITAN WARS 

17.99 

TOBAL NO 1 

22.99 

TOCA TOURING CARS 

12.99 

TOKYO HIGHWAY BATTLE 

29.99 

TOMB RAIDER 

11.99 

TOMB RAIDER 2 ■■ 

16.99 

TOSHINDEN WT 

18 99 

TOSHINDEN 1 ffA 

k 12.99 

TOTAL DRIVIN K WJ 

klS.99 

TOTAL ECLIPSE 

1.099 

TRANSPORT TYCOOI^ Id 

r 

MOUSE M M 

42.99 

TRASH IT 

12.99 

TREASURES OF THE DEEP 

CALL 

TUNNEL Bl 

19.99 

UEFA 

35.99 

ULTIMATE RESPONSE 

14.99 

VANDAL HEARTS 

11.99 

VIEWPOINT 

14.99 

VIPER 

14.99 

V R BASEBALL 97 

13.99 

V R POOL 

11.99 

VS 

11.99 

V RALLY 

1S.99 

V TENNIS 

10.99 

WAR CRAFT 2 

10.99 

WAR GODS 

11.99 

WCW NITRO 

11.99 

WCW VS THE WORLD 

12.69 

WHIZZ 

27.99 

WILD ARMS 

CALL 

WING COMMANDER 4 

12.99 

WING OVER 

14.99 

WIPEOUT 

17.99 

WRECKING CREW 

15.99 

XENOCRACT 

14.99 

XI 

21.99 

X COM: TERROR DEEP 

11.99 

X MIES 

14.99 

X MEN 

ny 


TOP GEAR steering wheel 

With programmable Ux> «hift and racmg pedak. 

Wbrfc* on N44, PSX A Saturn £59.99. AHo 
jvadaNr TOP GEAR PRO STEERING 

WHEEL Feature* indudr LCD dhpUy, program¬ 
mable key*. throttle hold 6 Dynamic tomeron g 

^ £66.99. 


MAD CATZ STEERING 
WHEEL WITH PEDALS. 

True Analogue *teerlng. 
accelerator and brake. 
Memory card Uot. 

£55.99 


'fit 


V3 RACING WHEEL 


VRFI ARCADE 
STEERING WHEEL 

Analogue wheel with programmable 
button* lor the ultimate 


_ 

[CHANdE POLICY ON G0006 - If pou ar* unhapw wfch four *oodi pbobocv **nrip*y 

ttn 1 day* of MKvy and sublet to a «M(l<fc mMnm £5), wo wM swap k for 

> to not cancan. _ 


£37.99 


po«itK>rMng, unique table-top or under leg 
mounting option. Programmable Are but¬ 
ton* and teparate analog loot pedal* 

£62.99 

(or <46.99 H bought with any game) 



Our 


times are: 9am to 



Sat, I lam to 4pm Sun & Bank Hols 


NAME: 


ADDRESS: 


POSTCODE: 

SIGNATURE: 


ITEM 


PRICE 


TEL: 


POSTAGE IS FREE FOR ALL P&P 

ORDERS SHIPPED WITHIN THE 
UK OVERSEAS POSTAGE £2.50 PER TOTAL 
SOFTWARE ITEM I U I HL 


CASH J C HEQUE POSTAL ORDER □ CA RD □ 

CARD NUMBER T 


EXPIRY DATE J J _] _l ISSUE NO. _| _J (Switch Only) 


3 €& 


PLEASE KEEP COUNTERFOILS IF SENDING POSTAL OROERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE txTMHl 

CHEQUE PAYABLE TO: EXCITEMENT DIRECT. 1ST FLOOR. STREATFIELD HOUSE. ALVESCOT ROAD. Playstation 

CARTERTON. OXON. OXI8 3XZ 

MCVTTAaiY tom ITEMS MAT NOT TIT M AVAUUU PUASC PHONt TO CHICK AVAILANUTY PWCIS COKMCT AT TIME Of GOING TO PW« I A OE EXCITEMENT WKECT LIMITED 



Nr. GLOW IN THE DARK pail 

LOGIC 1- ONLY 110.99 

CONTROL STATION Hyper Duo (varlou* 
PAD colour*): Hyper Pad A I 

* *‘ r At£‘<!~ MB Memory Card £18 99 

ONLY £1 I 99 


PROGRAM PAD 


ONLY £21.99 



OFFICIAL SONY 


SONY 

ANALOGUE CHAMELEON CONTROLLERS JOYPAD 
JOYPAD A*«UM> In m »Ui i wfcrvr mndk . . _ .. 

IndndM HiiiofM (ON, nNctrta rwt ihit rn Mun and £17. 77 

thumb Mack ten bawd on thm cytoarpad ■ 

ccn'rnMer «*»T dkrxtMnal control. Vupr. Otlinm-ri • 

£16.99 -w^****~*~~*9~- ---- 

ONLY £14.99 

FLIGHT FORCE PRO ANALOGUE JOYSTICK AND THROTTLE £39.99 

HYPEM OAIVE PAD Man Ndl * -wm* utoN A Am men £1499 

OOMMATOft JOYSTICK • kritn* KM nari< 


men_07.9* 

NtGCON JOYFAO>ad nd 


laajnfcn.aeand.ann^dwUO.W 


ERAZER LIGHT GUN 



£23.99 

SUPERSCOPE 


£5.99 

PREDATOR 


—t. . aft HYPER 

— *C*mBLASTER GUN 

/ ^ Had* b T Konami and oMki 

►r light Ggrrtrjs^^rc: 



- ONLY £23.99 


Other Accessories 

OFFICIAL SONY I MB MEMORY CARD 
NOW AVAILABLE IN COLOURS 
MEMORY CARD - 15 SLOT 
MEMORY CARD - 120 SLOT (8 MB) 

MEMORY CARD - 360 SLOT (24 MB) 
MEMORY CARD - 720 SLOT (48 MB) 

DATEL ACTION REPLAY - I00W built in 
cheat*. Blatt open the biggett and be*t game*. 

Add. More and delete more cheat* 

CASE FOR PLAYSTATION 

RGB SCART CABLE 

LINK CABLE 

S.VIDEO CABLE 

JOYPAD EXTENSION CABLE 

R F UNIT 

SONY MOUSE 

SONY MULTI-TAP - UP TO 8 PLAYERS 
GAME KILLER CHEATS 


r US Playstation Games 


BUSHIDO BLADE 
COMMAND 6 COnH 
COOL BOROERS 2 \ 
COURIER CRISIS 
CRASH BANDICOd 
CROC 



DEATHTRAP DUNQMMI^h^^h 

DUKE NUKEM 

DYNASTY WARRIORS 

FIFA ROAO TO WORLD CUP 98 

FIGHTING FORCE 

FINAL FANTASY VII 

G-POLICE 

HERCULES 

HERC S ADVENTURE 

JERSEY DEVIL 

JURASSIC PARK 2 

MARVEL SUPER HEROES 

MLB 98 

NASCAR 98 

NFL QB CLUB 98 

NUCLEAR STRIKE 

ODDWORLD INHABITANT 

PERFECT WEAPON 

RESIDENT EVIL DIRECTORS CUT 

TIME CRISIS 4 GUN 

TOMB RAIDER 2 


42.99 

41.99 

42.99 
42.99 
40 99 
42.99 
42.99 
42.99 
42.99 
42.99 
19 99 
42.99 
40 99 
40 99 
4099 

42.99 

40.99 
40 99 

42.99 

41.99 

42.99 

51.99 


y 


Nintendo 64 £89.99 
"Golden Eye 007 £39.99 
I Lylat War* 6 Rumble Pack £48.99 











































































Hvv'jbis'jft.so.uk 

!Tlogo is Ei trademark of Sony Corporation. 

Soga and liaiurn ura trudarn-irl'Ei of Coga Entarprisos Ltd. 


It’s the toughest, fastest, maddest tennis game ever In this 
not so sporting battle of the sexes* your racket H yallr weapon 
and the score is far from love. Take on everyone from Sumo 
wrestlers to the spiciest of chicks as you serve for your life. 


Ubi Soft Limited. Vantage House, 1 Weir Road. Wigibledon, Londoi 
Tel: 0181 944 9000 • fax: 0181 944 9400 • e-mall: general@ubjeof 
1997 Ubi Soft Entertainment'Smart Dog. ®T rights reserved SgnyCjfnpi 
PlayStation and the PlayStation logos are trademarks Jf Sony Computer E 
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